HEART SURGERY AND ТОМОВ REMOVAL MIGHT 
ff WS LOOK EASY FROM THE MORPHINE END, 
BUT HOW DO YOU THINK THE DOCTOR FEELS? 


WELL, YOURE ABGUT ТӘ FIND OUT! 


"THE COOLEST THING I'VE SEEN 
WITH THE TOUCH-SCREEN YET...” 
- GAMESPY 


"TRAUMA CENTER REALLY SHINES IN 
THE WAY IT MIMICS THE EXCITEMENT AND 
PACING OF REAL-WORLD OPERATIONS...” 

-GAMESPOT 
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24 Smash Files 
There'd be no Smash Bros. if it weren't for 
Mario. Heck, there'd be no Nintendo if it 
weren't for Mario. 


32 When Bunnies Attack!! 
^ су Wanna know what all this Wii innovation 
talk is about? Check out our coverage of 


Rayman: Raving Rabbids. 
Inside Zelda | 
Daiji Imai 16 the scheduling manager for Mu Un ur | ù 
Twilight Princess, but please: no hate mail. Why can A (са 1 
It's not his fault we" ited so | frickin’ Rabbid with 
5 not his fault we've waited so long. MI. iam Cais ü 
8 Пеад? ! 
44 Ше on the Edge 
Red Steel might be the closest you can get 
to Japanese organized crime without los- 68 
inga pinkie. The giant pee mon- 
ster rains terror 
50 Mystery Meet from on high. 
No Poké Balls, no Trainers . . . but plenty of 
talking Pokémon. Pokémon Mystery 


Dungeon breaks all the rules. 


54 7 Bright Ideas 
In case you've been on the fence about get- 
ting a Nintendo DS, we have seven reasons 
you should stop procrastinating. 


58 ANew Man 
Capcom's classic hero is armed to the teeth 
in his newest 2-D action game for DS. 


5 А 
62 Fairy Tale How could you not 
In the weirdest of all spin-off games, The want one of these 
Legend of Zelda's odd man-fairy Tingle is babies? 
getting his own game in Japan. 
68 Cast of Thousands 22441) ЖУЗ 
Signs point to awesome for Magical Looks like it's gonna РА 


Starsign, а slick RPG from Brownie Brown. beanother long night. “/ / 553 
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ғас WE | f MADDEN FINDS A 
ы м біте y BLOCKER; CASTLEVA- 
- ч... | МА GETS FRAMED; 
MECH-ASSAULT SEES 
GHOSTS; PANZER ТАС- 
TICS MAKES TRACKS; 
NARUTO CLASHES AGAIN; ONE PIECE 
TAKES IT TO THE LIMIT; FINAL FURLONG 
ROUNDS THE TURN; CUSTOM ROBO 
GOES MOBILE; DK SWINGS ONTO 05; 
AND MORE 


The two toughest 
twins since Tomax 

and Xamot. Or Mary- 
Kate and Ashley. 


10 Pulse 
This month, we enjoy a day at the beach, 
find a date, and drone on about possible 
Super Smash Bros. Brawl characters. 


16 News 


26 Previews 
Take an early look at the Wii titles that are 
popping up on the radar, as well as a slew of 
hot DS games coming soon. 


72 Classified Info 
78 Point/Counterpoint 
80 Playback 


An overweight, shirtless, Russian circus 
performer that battles dragons for the sake 
of his village-what's not to love? 


Wow, this is one heck 17 
of a fireworks display! 


4 € ч 

16 

Mario's letter jacket is 
starting to get full. 


81 Reviews 
88 Community 


We finally find some video games older 
than us! Also, Mr. Kondo sere- 
nades us with his lovely 
melodies. 


92 Next Month 
94 Quiz 
Contacts 
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with, over 50 characters¿to/meet' 
andjnumerous,quests to, complete! 
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ANIMAL CROSSING: 
Wiro Worto (DS) 


BARNYARD (GCN, GBA) 
Baten Kaitos (GCN) 

BATTLE B-DAMAN (GBA) 
BOMBERMAN LAND (DS) 
BUBBLE BOBBLE REVOLUTION (DS) 
Cars (GCN) 

CASTLEVANIA: 

PORTRAIT OF RUIN (DS) 
COOKING MAMA (DS) 

CUSTOM ROBO ARENA (DS) 
ОЕЕР LABYRINTH (DS) 

ОК: KING OF SWING DS (DS) 
05 COOKING NAVIGATION (DS) 
FINAL FURLONG (Wii) 
FREEDOM WINGS (DS) 
HARVEST MOON: MAGICAL 
Metooy (GCN) 

Justice LEAGUE HEROES (DS) 


JUSTICE LEAGUE HEROES: 
не FLASH (GBA) 


Karnov (NES) 
KILLER 7 (GCN) 
KoNDUCTRA (DS) 


THE LEGEND OF ZELDA: 
TWILIGHT Princess (Wii, GCN) 


MADDEN NFL 07 (GCN) 

MAGICAL STARSIGN (DS) 

МАЈОР LEAGUE BASEBALL 2K6 (GCN) 
MARIO 8 LUIGI: SUPERSTAR SAGA (DS) 
Mario Hoops 3-ом-3 (DS) 
MARVEL: ULTIMATE ALLIANCE (Wii) 
MECHASSAULT: PHANTOM WAR (DS) 
MEGA Ман ZX (DS) 

Monster Вомвев (DS) 

MONSTER House (DS) 

Monster House (GCN, GBA) 
Nacho LIBRE (DS) 

NARUTO: CLASH OF NINJA 2 (GCN) 
NEED FOR SPEED: CARBON 

(Wii, GCN, DS, GBA) 

New Super Mario Bros. (DS) 
Орлма (GCN) 


ONE PIECE: UNLIMITED 
ADVENTURE (Wii 


OPEN SEASON (Wii, GCN, DS, GBA) 
OVER THE HEDGE: 

НАММУ Goes Nuts (DS) 

Panzer Tactics DS (DS) 

Paper MARIO: 

THE THOUSAND-YEAR Door (GCN) 
POKEMON MYSTERY 

DUNGEON (DS, GBA) 


RAINBOW ISLANDS REVOLUTION (DS) 
RAMPAGE: TOTAL DESTRUCTION (GCN) 
RAYMAN: RAVING RABBIDS (GCN) 
Reo STEEL (Wii) 

SONIC THE HEDGEHOG (GBA) 
SPIDER-MAN: BATTLE FOR 

New York (DS, GBA) 

STAR FOX COMMAND (DS) 

SUMMON NIGHT: 

SWORDCRAFT STORY (GBA) 


SUPER CONTROL MECHA MG (DS) 


SUPER ROBOT TAISEN: 

ORIGINAL GENERATION (GBA) 
SUPER SMASH BROS. BRAWL (Wii) 
SWORD ОҒ МАМА (DS) 

TEEN TITANS 2 (GBA) 

TiNGLE'S RUPEE Lano” (DS) 
TRAUMA CENTER: 

SECOND OPINION (Wii) 

XIAOLIN SHOWDOWN (DS) 
X-MEN: THE OFFICIAL GAME (GCN) 
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NEVER TRUST A PIRATE! 


Play as the notorious Jack Sparrow and 
1 experience the adventure of a pirate's life 
as you battle the undead, vicious cannibals 
and monstrous 


= 


Clash in epic царай dis. 
battles via multiplayer. 


Fight the undead in a battle 
for your soul. 


M 
^| Use special pirate combo moves and Battle swarms of enemies in your 
superior agility to defeat enemies. quest for the Dead Man's Chest. 


Play The Game. See The Movie. EU а com 
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=> — mm 


‘© Disney. ™, €, Game Boy Advance, and Nintendo DS are trademarks of Nintendo. © 2004 Nintendo. “PSP” is a trademark and “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 


WILD HARE 


Ubisoft's Michel Ancel is one of the 
brightest stars in the gaming universe, 
but of late his dark obsession with zom- 
bie disco rabbits in the Wii version of 
Rayman: Raving Rabbids 15 raising eye- 
brows. Determined to uncover the source of Ancel's 
alleged affliction, Nintendo Power sent investigative 
correspondent Steve Thomason to Ubisoft's studio 
in Montpellier, France. This month's cover exposé 
reveals the shocking truth behind the man and the 
game. It also reveals Ancel's wicked sense of humor, 
which, incidentally, should translate well outside of 
France. And speaking of Wii revelations, Chris Shep- 
perd has dug up new details about how players will 
be drawn into the criminal underworld of the 
Japanese yakuza in Ubisoft's Red Steel. 

There's nothing shady about DS Lite, of course, 
and Steven Grimm's report outlining the many ways 
that DS Lite adds to your on-the-go gaming experi- 
ence suggests that there's more to the DS's 
redesign than a slim white exterior and an enlarged 
stylus. We've also packed this issue with previews of 
DS titles, such as Castlevania: Portrait of Ruin, Cus- 
tom Robo Arena, DK: King of Swing, Magical Star- 
sign, Mega Man 2Х, and Pokémon Mystery 
Dungeon. We've even reinstated the Game Index to 
help you find all the titles we covered this month. 
And lest you're thinking we suffered a mental lapse, 
the backward-reading Pokémon Mystery Dungeon 
comic in this issue isn't a mistake. Reading from 
right to left is how they do it (read comics, that 15) 
in Japan. Consider it a cultural exchange from МР. 
Domo arigato! 


JACAL 


Scott Pelland 
Managing Editor 


10 хассогонк 


LETTERS 


BEST WAY TO BRAWL 

Гуе seen the trailer for Super 

Smash Bros. Brawl, and the 
game looks amazing. | cannot 
wait to play with all of the new char 
acters. However, despite how much I will 
probably love this game, there's one 
thing that kind of disappoints me. The 
Wii's controller is truly revolutionary, and 
use of motion sensing is just incredibly 
immersive. Why wouldn't [the game's 
producer, Masahiro] Sakurai try to take 
advantage of this brilliant technology to 
improve the gameplay? Imagine tilting 
the controller and dodging in that direc 
tion! You would literally feel like you're 
dodging your enemy's attack. 

Rohit С 

via the Internet 


During the Brawl unveiling at ЕЗ, Sakurai 
mentioned that he and his team had 
experimented with various ways to use 
the Wii controller, but that the motion- 
sensing functionality ultimately got in the 
way of the game. And when it comes to 
Smash Bros., have complete faith in 
Sakurai's judgment. Constantly flicking the 
controller to dodge might seem cool at 
first, but we imagine it would get pretty 
tiring after a while (and we love us some 
marathon Smash sessions). 


OH CANADA 
How come in games like Medal of Honor 
and Call of Duty, you never get to play 
as a Canadian soldier? We played just as 
big a part in the war as you Yankees 
did. It doesn't make any sense. 
Hopefully some publisher recognizes 
this soon. | would really like to play as 
someone from my own country. 
Robert H. 
via the Internet 


Good news, Robert: Activision's upcoming 
Call of Duty 3 will finally let you play as а 
heroic Canuck. In the meantime, you can 
always make your countrymen proud 


with legendary Canadian icon The 
Mountie from WWF Wrestlemano: Steel 
Cage Challenge for the NES. 


THE NEXT NOSTRADAMUS 

| was just reading some of my very old 
issues of Nintendo Power, and in 
Volume 31, someone wrote in with their 


idea for the perfect game system. He 
said it would include the game “Super 
Mario Galaxy” and that it would cost 
$259.95! Oh how close he was! 

Chris 5. 
via the Internet 


Wow, that's pretty creepy. 
IF ONLY WE HAD 27 FINGERS! 


y fantasy game system 

would be а complex 512- 

bit system. It could display 
27,876,992 colors at one time and 
could play any game from any video 
game system that ever was or ever 
will be! There would be a miniature 
band inside that knew how to play 
any song! You could even buy a spe- 
cial chip that would allow you to 
make your own games for it! What 


Jimmy P. 
New York 


HOT SUMMER FUN 
Could you guys do many of us Nintendo 
fans a favor and please include a swimsuit 
poster with Samus, Peach, Daisy and 
Zelda? Стоп, it's summer! Please? Pretty 
please? It wouldn't hurt if you just showed 
them having a good time at the beach. 
Ed O. 

via the Internet 
P.S.-If you do make this poster, it would 
be great if you have Samus outside her 
Power Suit and Zelda in her adult form, 
not her Wind Waker version. 


ОК, that’s really creepy. We hate to deny а 
reader's request, though, no matter how 
inappropriate. Unfortunately, this is the 
only picture we've got of someone having 
а good time at the beach. 


IF YOU'RE NOT PART OF THE 
SOLUTION ... 

Here's something to mull over. The 
problems with the game industry (e.g., 
unoriginal games) should not be 
blamed solely on the publishers and 
developers. We as gamers buy a lot of 
these cookie-cutter titles in droves, 
then complain when publishers release 
the same thing with a different name a 
year later. If we, the gamers, refuse to 


buy such reheated garbage, then the 
game makers have no choice but to 
wise ир. 
Brother-in-Arms 
via the Internet 


Preach on, brother! 


A TALE OF TWO HEDGEHOGS 
I'm kind of disappointed that the new 
Sonic the Hedgehog game isn't going to 


be released on Wii. Instead, Nintendo's 
console gets the much-less-impressive 
Sonic Wild Fire. 
Samson W 
via the Internet 


We were actually much more impressed 
with Wild Fire at ЕЗ. It tokes Sonic in on 
intriguing new direction, yet manages to 
stay faithful to the hedgehog’ 16-bit 
roots. And we welcome the opportunity to 
just play as Sonic again; the Xbox 360 and 
Р53 game hos the blue blur once more 
sharing the spotlight with а pair of со 
stars. Both games will probably end up 
being quite good, but right now Wild Fire 


looks like the safer bet. 


че ч 


OUR SINCEREST APOLOGIES 
| was reading through the Pulse sec 
tions of the last five or so Nintendo 
Powers, and | noticed that you guys 
were seriously making fun of Dragon 
Ball 2 fans. Being a die-hard fan myself, 
1 demand an apology. 
Timtendo 
via the Internet 


We're truly sorry that you're a die-hard 
Dragon Ball 2 fan. 


GUN IT 
| just thought of something. It would be 
possible to play games like Duck Hunt 
and the Super Scope 6 titles using the 
Wii controller, wouldn't it? Do you think 
light-gun games will make a comeback 
with the Wii? 
Anthony В. 
via the Internet 


Yeah, light-gun games seem like 0 по- 
brainer for Wii. In fact, Nintendo show- 
cased both an updated version of Duck 
Hunt ond a Zapper-style peripheral for the 
console at this year’s E3. Now all we need 
is anew House of the Dead. Make it hap- 
pen, Sega! 


As I was reading the magazine, | was wonder- 
ing—why stop at Brain Age, Big Brain Academy, and 
Sudoku Gridmaster to attract nongamers? What 
about titles like Animal Crossing, Phoenix Wright, 
Trace Memory, and Trauma Center? Simple plat- 
formers like Mario and Sonic might also attract 
nongamers. Or even strategy games like Fire 
Emblem. It seems like there are all sorts of titles 


that could help spread our wonderful hobby. 
Sampitt 
via the Internet 


We couldn't agree more, Sampitt. The philosophy behind 
titles like Brain Age is that they're very intuitive and non- 
threatening for people who have never played games 
before. Ideally, once Brain Age has them hooked, they'll 
graduate to the types of games you mentioned. And judg- 
ing by some of the letters we've received since Brain Ages 
release, it seems to be working. 


TOUCHED BY A GAMER 
Nintendo's Touch Generations cam 
paign is brilliant! | recently bought 
Brain Age for the DS and it quickly 
caught the attention of people around 
те, | convinced my father to play it, 
and he's hooked. He had never played а 
video game before Brain Age. And 
when | went out to dinner, our hostess 
was really interested in Brain Age. | let 
her try Quick Play and she was ecstatic 
She told me she had a younger bro! 


who has a PSP, but she was always too 
scared to play it because the games 
were so complicated. After playing 
Brain Age, she said she was going to 
pick up a DS. Nice work, Nintendo. If an 
old man and a young woman who have 
never played video games before are 
that excited about the DS, then who 
wouldn't be? 
Jeff M. 
via the Internet 


HE'S NOT FUNNY 
How come some of your comments and 
articles are very funny and witty while 
others are just downright stupid and, 
well, not funny? | blame Chris 
Shepperd. 
Tyler N 
via the Internet 


You, sir, are a very astute observer. 


PREPARE FOR LAUNCH 
Do you guys know when people will be 
able to reserve the Wii? | truly believe 
it's going to outdo the Xbox 360 


launch, so 1 want to make sure that I'll 
be able to pick one up later this year 
mike 
via the Internet 


Most stores probably won't start accepting 
reservations until Nintendo announces an 
official launch date, but you should check 
in with your local retailer on a regular 
basis if you want a system on дау one. 


LIKE PULLING A BUNNY OUT 
OF A HAT 


Have any 


ou guys ever dabbled in 

magic? | myself ат а level-18 warlock. 

NintendoShaman 
via the Internet 


Staff writer and generally unfunny guy 
Chris Shepperd once tried his hand at 
magic, but something went terribly, 


terribly wrong. 


DAS FEHLENDES SPIEL 

Гме noticed that there has been little to 
e of Monolith Soft's 
Xenosaga | & II for the DS. With 
Nintendo publishing Monolith Soft's 
GCN title, Baten Kaitos Origins, I was 
just wondering if there was a chance 


that Nintendo may decide to publish 
Xenosaga outside of Japan. 
Zenogias 
via the Internet 


Unfortunately (and a bit curiously, consider 
ing the series’ popularity), neither Nintendo 
nor Namco currently has any plans to bring 
Xenosago 1 8 II to the states. A couple of из 
are big fans of the series, though, so we'll 
keep bugging “em. 


OF BEARDS AND MEN 


Why are you guys so obssessed with Chuck Norris? | mean, the beard was cool in the 


805, but now he just looks like our sixth president in a karate uniform 


Jason Т 
via the Internet 


We were actually going to impose a moratorium on Chuck Norris references in the maga 


zine, but we couldn't let such a blatantly misinformed comparison go unchecked. As you 
can see below, Chuck looks nothing like sixth president of the United States and Whig 
party cofounder John Quincy Adams. 
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NP HEARTS ADA 
Have any of you guys ever had a girl- 
friend? 
Wes 
via the Internet 


Does staring lustfully at pictures of 
Resident Evil 45 Ада Wong count? 


THE DATING GAME 
Гуе been with Nintendo Power since the 
beginning-I even have the Fun Club 
issues! Wow, that goes back to 1988. 
Come to think of it, that's about the last 
time | had a date. Do you think those 
two things are related? 
King George V 
via the Internet 


Not a chance. But who needs dates when 
you have Ada? 


THE EXPLODING WORLD 

OF DISNEY 

I saw an article in the July issue about 

Buena Vista developing a version of 

Meteos with Disney characters. This has 

me worried. Meteos is one of my favorite 

games, so | really don't like Buena Vista 

messing with its ingenious formula. 

Micah 0. 

via the Internet 


A lot of people (ourselves included) had the 
same reservations when they first heard 
about Disney characters mixing with Final 
Fantasy, but Kingdom Hearts sure turned 
out alright. Maybe the new Meteos will be a 
similarly magical combination. 


Wii WANT SPORE 

1 was looking at some trailers for the 
new PC game Spore and thought it 
looked awesome. 15 there any talk of 


bringing the game to Wii? 
Ryan S. 


via the Internet 


Yeah, мете pretty high on Spore, too. 
Sadly, there hasn't been any talk of a con- 


sole version. It seems like a perfect fit for 
Wii, though. Make it happen, Will Wright! 


MORE SMASHING IDEAS 
Why not put Nightmare from Soul 
Calibur II in Super Smash Bros. Brawl? 
Namco used one of Nintendo's charac 
ters, so why not use one of theirs? 

Max P. 


via the Internet 


on the Nsider forums 


suggesting Tingle as a new playable 


character in Brawl. All | have to say is, 


if there is any mercy in the video game 


world, and Tingle is a playable charac 
ter, his only move will be to sponta 
neously combust 

Kellen M 


via the Internet 


Opening the door to third-party char 
acters in Super Smash Bros. Brawl is a 
great idea. Why not include Cloud, 
Sephiroth, and Tifa from Final Fantasy 
VII? I'm sure a lot of people would love 
ink. 
Benjamin M 


to see Cloud face off aga 


via the Internet 


Hey, guys, do you think that Kao the 
Kangaroo should be in Super Smash 
Bros. Brawl? 
FireLink 
via the Internet 


Our first inkling, of course, was to say no. But 
upon further reflection, the idea of bludg- 
eoning Као does have a certain appeal. 


CORRECTOR'S CORNER 
| just received issue 205 and couldn't help 
but notice two glaring mistakes in the 
“Mario Mishmash” (page 102). The Mario 
you have labeled as “Stone Tanooki 
Mario” is actually Bunny Mario from 
Super Mario Land 2 (that's why he's black 
and white), and the Mario you have 
labeled as “Bunny Mario” is just Mario 
with the raccoon ears and tail before don- 
ning the full Tanooki suit 
Michael P. 
via the Internet 


You missed a character in the “M: 
Mishmash.” The one between Tanooki 
Mario and Frog Mario is Wrecking Crew 


Mario. 
Irock 
via the Internet 


In the Mario Mishmash, you said that 
one of the characters on the track in the 
middle of the poster was Donkey Kong. | 
know this may be nit-picking, but it 
actually looks like DK Jr. The white shirt 
was the tip-off. 
Judicator 
via the Internet 


ALMOST PERFECT 
1 was wondering why you gave New Super 
Mario Bros. a 9.5. Why not a 10? | under 
stand that a 9.5 shouldn't be considered 
low, but looking back at 12 months of 
reviews, not a single game has received a 
10. Why? ! guess what I'm asking is what 
key element was New Super Mario Bros. 
missing that kept it from getting a 10? 
Cesar F 


via the Internet 


Just because а game doesn’t get a 10 does- 
n't mean it's missing any "key elements.” 
But for a game to receive our highest score, 
it needs that extra little something that 
blows everything else away. 


WE SCREAM FOR ICE SCREAM 
What would you do for a Klondike Bar? 
Mushroomer 


via the Internet 


Hey, he had it coming; he’s not funny and 
he sucks at magic. 


PLEASE WRITE US: 
pulse@nintendopower.com 

Or via carrier pigeon at: 

Nintendo Power 

PO Box 97033 

Redmond, WA 98073-9733 
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| SOFTWARES 


Cartoon Violence 


Pulse 


MOST REN, ne 


5 DDR: Mario Mix is back in stores, so if 
WAN TE D 4 ~ you've been looking for а copy, you 
: E i can finally pick one up without spend- 
Go to nintendo.com to vote for == > ing $150 on eBay. 


your most-wanted games and 
let your voice be heard! 


OVER THE HEDGE 
RAMPAGE: TOTAL DESTRUCTION 


NARUTO: CLASH OF NINJA 


PAPER MARIO: 
THE THOUSAND-YEAR DOOR 


Mario KART: DOUBLE DASH! 


SONIC RIDERS 


SUPER SMASH BROS. MELEE 
1 THE LEGEND OF ZELDA: 


TWILIGHT PRINCESS DANCE DAN: REVOLUTION: 
ڪڪ‎ ARIO MIX 
7 SUPER PAPER MARIO 
Fe nn 9 LEGO Star Wars 


^ 
2 BATEN KAITOS ORIGINS 


1 0 SUPER MARIO SUNSHINE 


1 LEGO STAR WARS Il: 
+. THE ORIGINAL TRILOGY 


15 SUPER MONKEY BALL 
x) ADVENTURE 


»GAME BOY ADVANCE After months of games like Dora the Explorer and Ice Age atop the 
GBA sales chart, Mario certainly is a sight for sore eyes. 


IMPRESARIO- EEF 
її the two heroes are 


flattened, the opera's over! 


Then who'll win the ` 
SUPER MARIO ADVANCE 6 MARIO в LUIGI: SUPERSTAR SAGA 
OVER THE HEDGE 7 ICE AGE 2: THE MELTOOWN 
KINGDOM HEARTS: 
CHAIN OF MEMORIES 8 Does 
Рокёмон EMERALD 9 THE Wito 

FINAL FANTASY VI ri 7 YOSHI'S ISLAND: 10 SUPER MARIO ADVANCE 4 

SUPER MARIO ADVANCE 3 SUPER MARIO BROS. 3: 


FINAL FANTASY V 

(3 YGGDRA UNION 

~ 

ђ TOMB RAIDER: LEGEND 


5 METAL SLUG 
` 
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2 Е New SuPER MARIO BRAIN AGE: TRAIN YOUR METROID PRIME: ANIMAL CROSSING: Marto КАЕТ DS 
as Bros. BRAIN IN MINUTES A DAY HUNTERS WiLo WORLD 
Ф 
о Ё 
с о 
за 
THE LEGEND OF ZELDA: 5 
1 PHANTOM HOURGLASS > 
+ 
2 FINAL FANTASY Il Ly 
2 CASTLEVANI 
«2 Portrait OF RUIN 
~ ї 
1 CHILOREN OF MANA 6 9 


NINTENDOGS: SUPER PRINCESS Tetris DS OVER THE HEDGE NINTENDOGS: 


5 YOSHI'S ISLAND 2 DACHSHUND РЕАСН LABRADOR 


Sales data courtesy of the NPDFunworld TRSTS Video Game Source. 
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Тоисһ Зсгееп 
sword-swinging апа 
spellcasting! 


The first "ут 05 
RPG with real-time 
first-person.combat! 


шк PEKING | Ф 
Visit www.esrb.org 
for updated rating 
information 


Two epic scenarios 
and dozens of 
dungeon levels! 


NINTENDODS. 


Dual-screen rumbles 
against titanic bosses! 


WWW.ATLUS.COM 


62004, 2006 Interactive Brains Co., LTD. All ri nona seanar Published and distributed by Atlus USA. rand Nilda DS оо re избери ST Nolen © 2004 Nintendo. 
lertainment Software Association. 


The rating icons are trademarks of the Ente 


MOOGLE GOES FOR THE SHOT 


When Nintendo revealed that Square 
Enix was working on a Mario DS bas 
ketball game late last year, many 
gamers wondered why the makers of 
Final Fantasy and Dragon Quest were 
dabbling in dribbling. But the game 
that hit E3 was in fine form, showing 
off an excellent control system that 
Square Enix had devised. 

The controls are incredibly intuitive: 
You'll run with pad action while the 
ball (when you're in possession) drib- 
bles automatically, and almost every: 
thing else is a matter of zingy stylus 
flicks and screen jabs. Offensive moves 
like going for the hoop require a quick 
upward flick; holding the stylus down 
first powers up a charged shot with 
better net success. Passing is a 
breeze-you'll hold L and sketch а swift 
line toward your team: 


FLASH-FRIED JUSTICE 


mate. When you're not handling the 
ball, defensive control comes into play: 
Flicking upward makes your character 
jump to block; if you then flick down: 
ward, you'll pull off a Ground Pound 
that can blast the ball away from the 
dribbler, Mario Hoops 3-on-3 is а mad 
cap Mario game, after all, and there 
are lots of moves and power-up-fueled 
dirty tricks that'd cause an NBA refer 
ee to lose his cool. 

But it's a range of newly revealed 
moves- known as special shots-that 
show off the Square Enix touch even 
more. Each character has a unique 
hoop attack, made from equal parts 
explosive attitude and over-the-top 
special effects (the stuff of many a 
magical strike in RPGs). To perform the 
shot, you'll dribble the ball around 
your on-court character in a specific 
pattern. Tapping out the points of an M 
causes Mario to launch a fiery shot at 


[rst] 
Although you can use tap control to 
get a tighter handle on dribbling, 
you'll often rely on auto-dribbling. 


Magic in Hoops 


Further details about Mario Hoops 3-on-3 show enchantment 
at work in Square Enix's DS basketball game. 


the hoop, 
while pecking out 
the points of a trian 
gle makes Peach shoot 

the ball in a maelstrom 

of pink hearts. 

But here's the Square 
Enix shocker: Mario 8 Co. 
will be joined by unlockable 
Final Fantasy characters, 
including White Mage, Black 
Mage, Ninja, Moogle, and Cactuar, 
each of whom has a unique special 
shot as well. Now that's a combination 
that should produce sparks. Under 
Square Enix's enchantment, Mario 
Ноор 3-оп-3 might turn out to be the 
wildest Mario sports game ever 
STEVEN G. 


All that time casting spells in Final 
Fantasy pays off during the White 
Mage's special shot. 


The unlockable Moogle doesn't just 
dash down the court; it levitates 
magically while bouncing the ball. 
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SPARE А QUARTER 


DS on the Bubble 


What do Bubble Bobble Revolution, 
Rainbow Islands Revolution, 
Konductra, and Monster Bomber have 
п common? They don't rely on flashy 
graphics, gripping plots, dashing char- 
acters or cutting-edge approaches to 
using the DS, but each of them brings a 
simple yet engaging experience to t 
expanding DS library 

Bubble Bobble, a Taito-published 
arcade classic from the 0 


involves two dinos: 
attempting to save their girlfriends by 
trapping foes in bubbl 


Konductra players create colored 
tiles, then eliminate like-colored tile 
groupings using the stylus. 


Bobble Revolution, players can choose 
? game, which appears 
п, or a graphically 


the classic arca 
оп just one scre 
enhanced version with 100 levels of 
bubble-blowing action in which the ver- 
tical expanse of the dual screens plays 
role. Bubblers will also find 
attacks, microphone-acti 
vated challenges, and a four-player 

LAN Vs. mode. 

Bi 5 a sequel to Bubble Bobble, 
Rainbow Islands had few similarities to 
ts prequel. Rainbow Islands Revolution 
for DS also charts its own course with 


3 55965 150 


You can block and attack enemies Бу 
drawing rainbows with the stylus in 
Rainbow Islands Revolution. 


stylus-driven controls. The action 15 
fast-paced as you progress through 
four stages on each of seven islands, 
and there's a boss to cap off each 
island. The game includes Story mode, 
Score mode, and a four-player LAN Vs. 
mode. Codemasters will bring both of 
Taito's classic games to North 
American DS players this summer, 
Another Taito property is headed to 
DS this fall thanks to Majesco, but 
Monster Bomber 15 an entirely original 
title with the feel of a classic arcade 
game-think Bust-a-Move meets Space 
Invaders. Single-player action spans 20 
stages that provide multiple objectives 
(Scenario mode) or a last-as-long-as- 


Players can hop or drop from one 
screen to the other as they attempt 
to clear Bubble Bobble stages. 


you-can Surv 
a LAN opt 
an opportun 


game 


Dunlop, 


[you create] a conduction by 
tracing through the color group by 
going from one conductor to another.” 
Once you've traced through the colors 
and connected the conductors, the 
blocks shatter generating points. It 
makes perfect sense once you see it in 
action, which you'll be able to do by the 
end of summer. —Scort P. 


In Monster Bomber, you'll use the 
stylus to launch colored balls from 
the lower screen at foes above. 


RIDING THE WAVE 


Mega Man Cuts Loose 
‘What's next for the Blue Bomber? According to clues on Capcom's 
Japanese website, he's breaking free from the Net and going wireless. 


For more than five years, hundreds 
of thousands of players have thrilled 
to Ше exploits of the Mega Man Battle 
Network series (known as 
Rockman.EXE in Japan), but after six 
main games and several spin-offs, 
Mega Man 15 preparing to explore a 
new frontier. According to an 
announcement on Capcom's Japanese 
website, the Battle Network develop- 
ment team has begun work on a 


brand-new DS Mega Man action-RPG 
that's set hundreds of years after the 
Battle Network games. On the website, 
the development team explains that 
the game will be based on the concept 
of wireless technology, and that the 
new Mega Man will dive into the wire: 
less "Wave Road" data stream for his 
adventures. The game should be out in 
time for Mega Man's 20th anniversary 
next year. —Curis Н. 


A look at Capcom's Japanese website (www.capcom.co.jp/rockman20th) 
reveals Mega Man's updated look. Check out the head on Mega Man's hand! 
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NINTENDO MOVES 


Demo Memo 

for DS 

Owners 

Grab your DS and head 

to a demo-station- 

equipped store. 

Tofollow up the launch of 

DS Demo Stations across 

North America, Nintendo is 

now sending the second 

batch of demos to stations. 

Some stores already have 

theupdate; more will fol- 

low in late July. Check out 

nintendo.com to see if your 

local retailers have the new 

volume, which includes the 

following: 

* Big Brain Academy 

*Brain Age: Train Your 
Brain in Minutes a Day 

* Magnetica 

• Metroid Prime Hunters 

*Over the Hedge: (game 
trailer) 

«Tetris DS 

+ X-Men The Official Game 
(game trailer) 


It's-a-Me! 
Monopoly! 
Multiplayer gaming 
comes full circle. 


Mario and Luigi are movin" 
опир to deluxe apart- 
ments in the sky, claiming 
the classiest spots in 
Monopoly: Boardwalk and 
Park Place. Due in late July, 
a Nintendo riff on the clas- 
Sic board game will spread 
thefull range of icons, 
{тот {һе Arwing to Zelda, 
around the city. Some icons 
areeven going 
pewter: The NES 
controller, Link's 
shield, and 
Mario's cap are 
amongthe 
playing pieces. 


The Big News. In Short. 


Gamers, start your engines: EA's got Need for Speed: Carbon on the way for Wii, 


DS, GCN, and GBA (whew!); the new NES will sp: pes and canyons in 


brutal turf wars.... Bomberman Land has burst from rumor status into the open: 


Hudson Entertainment has confirmed that its bomb-lobbing mascot will make a 
second DS outing. ... 2K Sports won't be left behind by Wii Sports and Madden; 


Take-Two has said that Major League Baseball and other games on its sports label 


are likely candidates for release in 2007-2008. ... LucasArts has revealed that its 


nest indiana Jones 


remains under a veil of cobwebs and s -. Majesco is working on a DS 


wrestler based on Nacho Libre duc in October; the title will use a “photo puppetry” 


styleto bring the spandex-clad Jack Black to life, which seems sick, wrong, and 


Activision isn't ov er Over the Hedge. It's gota DS sequel due this fall 


subtitled Hammy Goes Nuts, starring the movie's crazed squirrel. ... There's just 


ame, due in '07, will also crack the whip on DS; the story 


awesome. . 


no line in video-game-flick history more corny than “I love the Power Glove. It’s so 
bad!” from The Wizard, Hear it for yourself when the NES-obsessed classic finally 


hits DVD thi August... Atlus plans to have Trauma Center: Second Opinion 


available at Wii launch—good news, since die-hard fans of the DS game can't wait 


to slice, probe, and stitch up patients with the Wii remote. . . .—Sreven б. 


This summer marks 15 years since 
Sonic the Hedgehog first shattered 
the video game sound barrier, and 
Sega's commemorating the occasion 
with a GBA version of the game that 
started it all. Set for release this 
November, the appropriately named 
Sonic the Hedgehog Genesis will re- 
create the hedgehog's 16-bit debut. In 
addition to six zones of classic plat- 


forming goodness, the 
game will feature a new 
save function and add Sonic's 
Spin Dash (which didn't debut 
until Sonic the Hedgehog 2) 
to his arsenal. The game 

will have an MSRP of 

$19.95, with blast pro- “А 
cessing included for 
free. --Снвв H. 


8 емо power 


NEWS FROM JAPAN! 


Nintendo Breakthroughs 


Connecting the Dots on Wii and DS 


After hearin; и Zelda game for W continue а! 
Iwata's ргед г соп- 1 core part of Ni 

idered nutty nc 
the Nintendo pr 


has become reality-the world has audience (like W 


elabora: 


learned to listen to his every word. 
Iwata offered his latest not-cr 
talk at Nintendo's corporate г 
briefing in June, and though he 
touched on ЕЗ details about Wii and 
DS, he discussed them in a way that 
showed more of the larger picture 
plus made big revelations as well 
While he firmly stated that 
Nintendo's legacy of making game 


for gamers—such as the upcomir 


act with Wii ev 
that WiiConnec 


Next Big Thing in Mech 


The mech-game market in Japan is all about one-upmanship, and Super 
Control Mecha MG seems poised to se 
yet been announced. The DS gam 

than meets the eye, each with uniq 


se date has 


the bar, though 


udes ove that are more 


transformations such as bulldozers and 


ntrol. —STEVEN G 


Scorpions, plus mech-specific touch ci 


and messages from 


ed that 


se. In typical мага fast 
ndered aloud about the 
of Internet gamin 
"s been about com 
the past, but that it could be about 
more on Wii, including sharing cre 
iConne 
га revealed that Ni 
v ahead with pl. 
Wii-DS ectivity. Citing that 
е hurdles to enjoying GCN-GBA 
ectivity (such as the need to 
y a link cable) aren't a factor 


communication between the sys 


DS Dow 


te could function like the 
found at 


nos to house 


uld act as a con 
games that could take 
advantage of the touch control and 


the DS screens. Or maybe Wii could 


Tasty Dish for the Dual Screens 


Nintendo has recently pledged to bring several non-gaming applications to 
the Touch Generations library in Japan each year. Nex 


Cooking Navigation, 


and voice control. The latter's a g 


*uU- 785 
ASPs 


zu |58 назся. 


аавса 
den» a 
“Rs TE 


multimedia cookbook of basics that's driven by touch 
t idea, given that any budding chef is too 
"ling knives and ingredients to fumble with book pages. —Steven G. | 


nd DS 
Nintendogs pups find thei 


s, perhaps letting 


TV screens. But not everything was 


in the theoretical r 


alm. Iwata 
revealed that one of the first Wi 
titles that will connect with DS will 


debut in Japan by the end of 2006 


Pokemon Battle Revolution will use 
а DS-with a Pokemon Diamond ог 


Pokemon Pearl game inserted—as a 


controller while battling in 3-0 
Iwata noted that the DS games 


would allow battles, trading, and 


уп of Nintendo Wi-F 


Connection, but offered only the 


Yet chat ма the DS 


teasing detail that the Wii game 


would connect to the W 


versio 
Nintendo Wi-Fi Connection—but not 
what it would do. Though much was 
revealed during the briefing, we feel 
safe in assuming that many surpris: 


STEVEN 6. 


es are still in store 


up is Talking! 05 


cedo MN Обе eses] | 
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Mephisto Torments 
the Marvel Universe 


We're dying to see the Wii 
take on Marvel: Ultimate 
Alliance. Activision can't yet 
discuss Wii specifics but has 
given NP the scoop оп ап evil 
mission planned for the 
action-RPG, which features 
the largest assembly of 
Marvel characters ever seen 


Calendar 


All praise Atlus. It’s got 
RPGs galore coming for the 
GBA (plus a little DS 
action), and they're just 
starting to rain from the 
heavens. And what's that 
in the distance? Star Fox 
races in as the first 
major Nintendo 
game of 
the fall 


їп а game (20-plus playable, 
120-some NPCs). At ЕЗ, 
Activision showed off a battle 
with world-devourer 
Galactus, so what's worse 
than him? Locking horns with 
Mephisto—he's the ruler of a 
nether realm, and is someone 
few Marvel mainstays like to 


7-25 
Summer days? 
Summon Night! 
Wow, is late July 
ever quiet on the 
gaming front, but 
Summon Night 
Swordcraft Story 
saves the day as 
the first of the 
coming RPGs for 
GBA. Don't forget 
to make your DS 
a part of the 
heavy GBA sea 
son: The DS Lite 
makes games 
even more bril 
liant 


8-8 
Deep Labyrinth 
delves into dual. 
Atlus graces the 
05 with its first 
major RPG in 
months: Deep 
Labyrinth. The 
ambitious RPG 
provides the DS's 
first 3-D fantasy 
worlds—good for 
those jonesing 
for a long adve 


ture 


mess with. On the way to 
fight ultimate target Dr. 
Doom, Professor X sends the 
heroes to Mephisto’s realm to 
rescue one of the “more 
beloved characters from the 
Marvel universe.” (Activision 
won't spoil that detail.) 
Events send the heroes out of 


the frying pan and into the 
fire when Mephisto nabs a 
more beloved character 
(another secret), and you'll 
have to make an "agonizing 
decision." Toying with the 
fates of Marvel's best? We 
can't wait to plunge in. 
Steven б. 


Т” tells us that the 
paign to rescue heroes 


tom Mephisto will culminate 
їп an epic, multistage boss 
it—where one of the са) 
d heroes makes the ul 


8-25 to 8-27 
PAX makes its 
third attack! 
Making it to Penny 
Arcade Expo (PAX) 
is the closest 

ever come to a 
game-geek pil 
grimage. Last year, 
9,000 gamers 
swarmed the sec 
ond annual event; 
this year, PAX goes 
supersized with 
even more con 
certs, panels, tour 
ney play, and game 
demos. 


8-28 

Fly unfriendly 
skies with Fox. 
Star Fox 
Command marks 
the first time 
since the N64 era 
that Star Fox is all 
about shootin 
and flyin’. Well, 
there's also a 
vicious space 
soap opera in the 
mix—but we've 
always wanted 
to find out who 
Krystal was total- 
ly into! 


20 екоо rower 


Justice for All 


Comic fans get a double dose of DC action with a pair of 
Justice League Heroes games for DS and GBA. 


hoggi a 
to make The DS га 1) 
Man Aliv He he 
f Su 
w ооа јегое JL 
Flash will have t | er Arrow, 
time during battle Zatanna, and Green Lantern for special 
and to call on cohorts Sur аг attacks. Expect both JLH games this 
Batman, and Wonder Wo! plus Гай. --Аноу М. 


The Flash’s lightning-quick attacks 
can be turned into crazy combos in 
the GBA brawler. 


Superman’s heat vision is just one of 
the special attacks at The Flash's 
beck and call. 


Though not playable, Justice 
League’s Martian Manhunter 
will play a vital role in the 
05 game, outlining the 
heroes’ missions from 
the Watchtower. 


The Fusion Tour five, 
counterclockwise 
from the top: 
Hawthhorne 
Heights, Relient K, 
Emery, The Sleeping, 
and Plain White Ts. 


Tour de Force 


The Nintendo Fusion Tour returns for ‘06 with its 
strongest lineup of bands (and games) yet. 


Building on the 
f la "s Fall Out B: 
n Tour (which 


d to Panic! At The Disc 


diculot 


GAME 


WATCH 
FORECAST 


Take heart: The summer drought of games 
is almost over, and the back half of ‘06 looks 
very busy. The latest in EA's Need for Speed 
series races into Forecast this month, joined 
by a heaping handful of portable games. 


NINTENDO GAMECUBE 


THE Ант BULLY MIOWAY 

AVATAR: THE LAST 

‘AIRBENDER ma 

BACKYARD BASEBALL 2007 ATARI a 
BACKYARD. 

BASKETBALL 2007 ATARI . 
BACKYARD FOOTBALL 2007 ATARI . 


BARNYARD THQ 
BATEN KAITOS ORIGINS NINTENDO 
BIONICLE HEROES finos 
Beatz: Forever Diamonds THQ 


DK BONGO BLAST NINTENDO 
FLUSHEO Away D3PA 
Тооононт! GLOBAL STAR 
THE GRIM ADVENTURES oF 
Bitty в MANDY Mioway 
Happy Feet Miowar . 
Kirey NINTENDO 
Tut LEGEND or SPYRO: 
А NEW BEGINNING умемо m 
Tnt LEGEND OF ZELDA, 
TWILIGHT PRINCESS һантеноо 
LEGO STAR WARS 1: 
THE ORIGINAL TRILOGY LucasArts 
MADDEN NFL 07 EA 
MINI-GOLF MAYHEM CRAVE . 
Monster House THQ 
The Movies 180 
NARUTO: CLASH OF NINJA 2 Тому/ОЗРА 
Меко FOR SPEED: Carnon ЕА . 
Nicktoons THQ 
ONE PIECE: PIRATES" CARNIVAL NAMCO 
BANDAI . 
ONE PIECE: GRAND ADVENTURE NAMCO 
BANDA! 
OPEN SEASON Uaisort 
Pac-Man WoRLO Ratty Namco 
SPONGEBOB SQUAREPANTS: 
CREATURE FROM THE 
KRUSTY KRAB THQ - 
SUPER MONKEY BALL 
AOVENTURE Sta 
SUPER PAPER MARIO NiNTENDO 
Tow CLANCY'S 
PUNTER CELL 
JOUBLE AGENT Usisorr 
Tome RAIDER: LEGEND [7 
Woro CHAMPIONSHIP 
Роке Crave m 
Патен Beut: MAMODO FURY Namco 
BANDA! . 


САМЕ BOY ADVANCE 


ALEX RIDER: STORMOREAKER THQ 


THE Амт BULLY MIOWAY 

AVATAR: THE LAST 

AIRBENDER THQ 

BACKYARO 

BASKETBALL 2007 ATARI . 
BARNYARD THQ 

BATTLE В-ОАМАН. Anus 

BATTLE B-DAMAN 2 Anus 

BIONICLE HEROES Eioos 


Bratz: Forever DIAMONDS THQ 
CAMP Lazio: LEAKY 


TAKE GAMES Crave 
CAPCOM CLASSICS MINI MIX CAPCOM, 
THE CHEETAH GIRLS BUENA VISTA 


DANNY PHANTOM: 
URBAN JUNGLE THQ 


Disney Princess: 
ROYAL ADVENTURE 


BUENA VISTA өө 


Dora's WORLD ADVENTURE GLOBAL STAR 
ERAGON Мменот 

FAMILY Feuo GLOBAL STAR 
FINAL FANTASY V ADVANCE NINTENDO 

FINAL FANTASY VI ADVANCE NINTENDO 
FLUSHED AWAY ОЗРА 
Foooricut! GLOBAL STAR өө 


Foster's HOME FOR 
IMAGINARY FRIENDS CRAVE 


GAMES EXPLOSION! THQ 
THE GRIM ADVENTURES OF 


BILLY & MANDY Mioway . 
HAMTARO: RAINBOW. 

RESCUE NINTENDO 

Happy Feet MIOWAY 
HARDCORE Poor TELEGAMES oe 
Huco: BUKKAZOOM Namco .. 
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SOON IN HAND 


PLL TAKE МУ 
SCREENS TO GO 
Acouple of months ago we 
reported on Cooking Mama, 
aculinarily focused game 
that Majesco is stirring up. 
As our egg timer ticks down 
toward its release, we're 
happy to share a few scree- 
nies. Bon appétit! 


= 


>= 
4 (i 


BIG-APPLE BASH 
Attention, True Believers! 
Activision has announced 
an all new Spidey game for 
DS and GBA. Spider-Man: 
Battle for New York fea- 
tures an original storyline 
that will pit the webslinger 
againt his archnemesis, 
Green Goblin. Look for 
Battle for New York to 
swing into stores this fall. 


THEY ARE THE 
YOUTH GONE WILD 
More good news, superhero 
fans—a new Teen Titans 
game is on its way to GBA. 
Teen Titans 2 will once 
again feature all five of the 
fresh-faced crusaders as 
they battle a whole slew of 
notorious villains from the 
TT ‘hood. Branching story 
paths and lots of hidden 
areas should keep you 
glued to your Game Boy 
Micro for days. 


IN DEVELOPMENT 


ANNOUNCED 
[ r- READY FOR RELEASE 


GAME TITLE PUBLISHER Фе 

Game TITLE PUBLISHER @ € € —NEW GAMES ADDED TO THE LIST 

justice League HEROES: Fuusneo Away ОЗРА .. 

ма FLASH Wasa Ваз. e Feceoom Wings NATSUME eee 
леле ADVENTURES [rr ee Fuss No Оонбеон Gum Sor o 
THE LEGEND ОҒ SPYRO: THE Game or LiFe DS Artus . 
A NEW BEGINNING 222 . GoPtrs KONAMI ве. 
LEGEND OF THE RIVER HANNAH MONTANA BUENA VISTA ве. 
KING ADVANCE NATSUME ө Happy Feer Mow • 
YESO Star wese m Навмвт Moon 05 NATSUME ee 
Lm Einsteins Buena VISTA HISTORICAL Sumunanon өй й 
a икен Hom Due poawa5 Мно > 
Маооен NFL 07 EA = INDIANA Jones 2007” — o 
MEET THE ROBINSONS BUENA VISTA е зан кебе DORIA шивж а 
MEA MAN Ковина JAM witht THE BAND NINTENDO o 
Соцкспон capcom JOHNNY ROCKETFINGERS CONSPIRACY е 
Marat SLUG SNK Jusna League Heroes WARNER BROS. e 
Monster HOUSE THQ Кім POSSIBLE: GLOBAL GEMINI BUENA VISTA өө 
Мути Poner. CRYSTAL Кіеву: Squeax SQUAD Мактоо 
расе икии, THQ m KONDUCTRA 0-3 

Naruto: NINJA COUMCL2 — Тому/ОЗРА э, Leto OFDM Rover мет. Мани 
Wer ron Srno: Canson А | Мирон oo а 
Nara ma • THE LEGEND OF ZELDA: 

Oren Season Unisort . Four Swonos NINTENDO э 
Puit оғ THE FUTURE BUENA VISTA в Tut LEGEND or ZELDA: 

fuir DARE Own О PHANTOM HOURGLASS NINTENDO e 
Poréwow Mvsrtev The банан бог Washers ee 
RED RESCUE Team NINTENDO Tnt LITTLE MERMAID: Авиен 

Tue Provo Fanny Disney UNDERSEA ADVENTURE Buena Vista 

THE SANTA CLAUSE 3 Buena VISTA e аид реви Коми 

SIN CLADE MADDEN NFL 07 EA . 
SAVES THE EARTH TELEGAMES MAGE KNIGHT: 

RE Bn окап Destiny's Sotbite Namco . 
SONIC THE HEDGEHOG GENESIS SEGA . Илек Soutien Wangi. је 
SPIORR-MAN: BATTLE FOR nne Diss 5 
Мем York ACTIVISION | ee Mario Hoops 3-0N-3 — o 
‘SPONGEBOB SQUAREPANTS: Mario vs. DONKEY KONG 2: 
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Wii SMASH FILES #02 


FIRST GAME APPEARANCE: 
Donkey Kong - arcade (1981) 


KNOWN FOR: 
Saving kingdoms, ingesting mushrooms, 
flower power 


BIOGRAPHY: 
Atrue icon of the video game world, Mario has 
done it all. When the pasta-loving plumber 
isn't rescuing Princess Peach and saving the 
Mushroom Kingdom from the villainous 
Bowser (as he’s done on numerous occasions), 
he's racing, dancing, partying, playing all 
manner of sports, or fixing leaky pipes with 
his brother Luigi. Although Mario seems to be 
able to adapt to any situation, he’s best 
known for his amazing jumping and fire- 
ball-throwing abilities—talents he’s 
put to great use in previous Super 
Smash Bros. games. 
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Tossin' The 
ОГ Pigskin 
>MADDEN NFL 07 


PLATFORM: GCN • PUBLISHER: EA 
DEVELOPER: EA * RELEASE: AUGUST 2006 


There's been a lot of talk about madden 
NFL 07 for the Wii, and rightfully so; but it feels 
like the GameCube version has gotten lost in the 
shuffle, Don't sweat it, GCN owners—your game is 
still on track for an end-of-summer release. 

New on-field updates include lead-blocker con- 
trol—assign your fullback or pulling guard to 
throw а key block as you control the running back 
through wide-open holes. This new control 
scheme is definitely not for Madden novices—it 
took a while during our first hands-on opportuni- 
ty before we were able to execute a smart lead 
block. in addition to blocker control, running 
backs have styles compatible with their size: 
Smaller guys dart left and right past their would- 
be tacklers, while the big boys rumble right over 
the defenders. Unlike blocker control, this feature 
made an instant impact—cover man Shaun 
Alexander was slicing through backfields more 
realistically than in any previous Madden game. 
The Quarterback Vision Control feature that was 
introduced in Madden 06 returns, but with a sub- 
tler appearance to produce a more realis- 
tic look. The offense isn’t the only place 
that is seeing a facelift—for the first 
time in Madden history, defensive 
playbooks will be team-specific. 

Every defensive formation is cus- 
tomized to get the most out of the 
teams’ most talented defenders. 

Several modes have been added and 
upgraded in this year’s version, as well. 

When we took Hall of Fame mode for a spin, we 
felt kind of overwhelmed by its depth—your job 
is to guide a player through his entire career 
with the hopes of getting him into the NFL Hall of 
Fame. Not only do you take him through drills 
and control him in games, but you also must 
manage his agents, the media, and every 

other aspect of his public image. 

With the exclusive rights to make NFL games, 

EA could have been tempted to rest on their 
laurels with this year’s gridiron update. But 
Madden is to EA as Mario is to Nintendo—EA's not 
willing to settle for anything but the best for their 
marquee franchise. —Curis 5. 
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Сап the Pack find their 
way pack to glory? They 
can under your control. 


Mech Muscle 


>MECHASSAULT: 
PHANTOM WAR 


PLATFORM: DS • PUBLISHER: MAJESCO 
DEVELOPER: BACKBONE * RELEASE: SEPTEMBER 2006 


Waging war from a mech cockpitisa 
killer DS idea, especially when done with a touch- 
based dashboard and a window on the action. 
And depending on which of MechAssault's 20- 
some vehicles you're in, your choice of weapons 
and defenses will change. When in the burly 
Uziel, you'll be equipped with the machine gun 
and short-range missiles, plus a force field that 
rebuffs energy attacks; inside the sleek Cougar, 
you'll instead have lasers, long-range javelins, 
and anti-missile defenses. No matter which mech 
you're maneuvering, you'll also be able to soar 
with jump jets—it's fun to blast from the sky оп 
the way down for a close-range attack. If you're 
tired of a certain kind of mech, you can hop out 
of the cockpit, run over to another one, and 
hijack it by succeeding at a minigame. The 24 sin- 
gle-player missions get players used to mech 
operation, but the real action is in multiplayer 
sessions—right where MechAssault fans like it— 
and Phantom War will feature a host of options 
for up to four players, including free-for-alls and 
team matches in eight environments. —Sreven G. 


PORTRAIT OF RUIN 


PLATFORM: DS • PUBLISHER: KONAMI 
DEVELOPER: KONAMI * RELEASE: FALL 2006 


Extended play time with an early version 
of Konami's latest Castlevania points to another 
side-scrolling masterpiece in the making. With each 
subsequent title, producer Koji Igarashi and his 
team continue to hone their craft; you never expect 
anything radically new or different froma 
Castlevania sequel, but you can always count ona 
finely tuned action-platformer that’s a joy to look at 
(and boy, does the game ever look stunning on the 
DS Lite) and an even bigger joy to play. From a pres- 
entation standpoint, it boasts some of the best 
sprite work we've ever seen (check out those mas- 
sive enemies), and composer Michiru Yamane 
sounds to be once again working her magic with the 
game's gothic soundtrack. Portrait of Ruin's pri- 
mary new gameplay mechanics—the ability to 
switch between its two protagonists on the fly and 
the option to have the other character fight along- 
side you—work seamlessly in what we've played so 
far, and lend the game a different kind of depth 
from that of Aria of Sorrow and its Tactical Soul sys- 
tem. Whether Portrait of Ruin can ultimately sur- 
pass its predecessor (our 2005 DS Game of the Year) 
remains to be seen, but we're eager to get our 
hands on the finished version. —Steve Т. 


A Four on 
the Floor 


PLATFORM: GCN • PUBLISHER: ОЗРА/Тому 
DEVELOPER: BING * RELEASE: SEPTEMBER 2006 


D3PA's next GCN Naruto title is not just 
Clash of Ninja 2. It's Clash of Ninja times two. The 
game that pushes the cartoon-series story past the 
first-season pummelfest also puts twice as many 
participants in the arena at once (for a total of 
four) and more than doubles the total number of 
/ fighters (several of which are returning from the 
1 er ч previous game). The characters have increased in 
/ \\ м Ё 4 ability over the course of the Cartoon Network 

/ | к US < cá show, and Clash of Ninja 2 reflects those changes 
(( ! LN к : (S^ : by givingits ninjitsu masters new special attacks 
“= that send their opponents to the mat tout de suite. 
The action gets crazy in During one of Naruto's combination attacks, the 
four-player mode. ninja splits into multiple fighters, each one throw- 

~ ing himself at the target with conviction. 

Four-character battles involve any combination 
of player-controlled and Al-controlled fighters, 
including a single player versus three Al baddies. 
Your guy locks onto his opponents, but you can 
switch targets with the push of a button. Good 
technique and enemy-dispatching skills will ensure 
that you're the last ninja standing. —Georce 5. 
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Be Like Ike 


PLATFORM: 05 * PUBLISHER: CDV 
DEVELOPER: SPROING * RELEASE: WINTER 2006 


If you feel like climbing out of the ғрѕ 
trenches and approaching World War II from a “big 
picture" perspective, CDV (long-time purveyors of 
turn-based strategy on the PC) will put you in the 
war room this winter with Panzer Tactics DS. The 
publisher's first-ever handheld release is shaping 
up to be a surprisingly robust package for would-be 
Eisenhowers. The game offers three campaigns set 
їп {һе European theater, each composed of 12 his- 
torically based missions. You'll have at your dispos- 
al more than 150 different land, sea, and air units, 
and spend Prestige Points that you earn during 
battle to assemble your forces. When formulating 
your plan of attack, you must take into account ele- 
ments such as randomly generated weather effects 
and unit morale, and you can recruit captains to 
increase a unit's proficiency, or commandos to 
wreak havoc on the enemy. While you're navigating 
the hexfield map on the bottom screen, the top 
screen provides you with intelligence on selected 
units, terrain effects, and other crucial informa- 
tion. The battle animations look a bit rough at this 
point, but we have high hopes for the game's Wi-Fi 
multiplayer modes. —Steve T. 
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the hip new craze. 
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>ONE PIECE: UNLIMITI 


ADVENTUI 


PLATFORM: Wii * PUBLISHER: NAMCO BANDAI 
DEVELOPER: GANBARION * RELEASE: TBD 


The folks at Namco Bandai haven't 
revealed a whole lot about One Piece: Unlimited 
Adventure-they haven't even confirmed that it's 
coming to North America—but they have 
announced that the game tells a brand-new story 
based on the popular anime and manga of the 
same name. As always, rubber-limbed Luffy and 
his motley crew of pirates are on a search for leg- 
endary treasure, and their journey has taken 
them to a new land full of peril and mystery. 
While you move Luffy in a fairly traditional man- 
ner (using the nunchuk’s analog stick), many of 
the tools you'll acquire take advantage of Wii's 
unique controls. By swinging the Wii remote, you 
can use a pickax to smash rocks (and collect any 
hidden booty), swing a butterfly net to catch 
insects, and cast a fishing rod to reel in fish. 
Perhaps the most interesting item, however, isa 
magical gem that lets you alter the terrain to 
reach new areas. What does it all add up to? 
Hopefully an adventure as vast in scope as the 
title implies. —Curis H. 


3e = | Whip It Good 


TIMES пгс ME 
Dil 4a LL — == 


PLATFORM: Wii + PUBLISHER: NAMCO ВАМОА! 
DEVELOPER: NAMCO BANDAI * RELEASE: ТВО 


Horse racing might not sound like com- 
pelling video game subject matter, but thanks to 
Wii's nearly limitless control possibilities, that 
stigma is set to vanish in a flurry of hooves and 
manes. In Namco Bandai's Final Furlong, you 
don't just control the horse; you re-create the 
feeling of being a horse-racing jockey by holding 
the Wii remote in one hand and the nunchuk con- 
troller in the other, then rhythmically shaking 
both up and down to give the feeling of holding 
onto reins. By shaking either “rein” independent- 
ly, you can move the horse in the corresponding 
direction, and you can also whip your steed to 
make it move faster by holding down the B Button 
and making a whipping motion. In the early demo 
we played, the gameplay was quite accessible: the 
main caveat was maintaining a constant rhythm 
Press the B button to Press and hold the B ‘Swing both controters to stay at the recommended galloping speed, lest 
prepare your whip! button and swing the = . you push too hard and deplete your horse's stami- 

Remote Controller to ope Be Pu) na. The final game will include significantly more 

use your whip, making F features, such as using the Wii controller in a vari- 

your horse run faster! 

ety of ways to care for your horse, as well as a 

four-player versus mode. Final Furlong hasn't yet 
been confirmed for a US release, but since the 
game was shown at this year's E3, the odds are in 
its favor. —Curis H. 


Requi 


PLATFORM: DS • PUBLISHER: NINTENDO 
DEVELOPER: NOISE * RELEASE: FALL 2006 


If building robots and pitting them against 
each other sounds fun (and it should), then check 
out Custom Robo Arena. A sequel to 2004’s 
Custom Robo for GameCube, CRA follows suit by 
offering loads of parts and weapons for nearly 
limitless robot-building action. The game’s single- 
player campaign takes place in a futuristic city 
where you can unlock various robot parts (from 
bodies and legs to guns and bomb launchers), 
with the end goal of constructing an unbeatable, 
stylized robot for entry in the game's real-time 
arena battles. Between the action, players can 
use the DS touch screen to browse through 
earned parts and customize their robotic gladia- 
tor with ease. 

Much like its predecessor, Arena is a multiplay- 
er game at its core. But the DS title has a massive 
improvement-it сап be played over Nintendo Wi- 
Fi Connection. This feature opens up the world of 
Custom Robo like never before, allowing one-on- 
one robot battles across the globe. —ANov М. 


JungleGym 5978 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPER: PAON * RELEASE: TBD 


DS is the Daredevil System. in using two 
screens as a single superhigh one, developers can 
put the thrill of the climb and the fear of falling into 
their games. Sonic Rush was the first to fully exploit 
such crazy verticality, and why more DS games 
haven't gone to such extremes is beyond me. But 
Donkey Kong isn’t shying away from such daredevil 
action; hopefully, he won't develop any nosebleeds 
in the double-tall sequel to his ‘05 GBA game, DK: 
King of Swing. 

The DS will stay true to the GBA concept: you'll con- 
trol DK with the L and R Buttons, which move him left 
and right if he’s on the ground, and activate his left 
and right grasp if he's in midair, which helps him 
swing around a world made of pegs. Going through 
the jungle hand-over-hand and releasing DK's grip 
midswing was a great way to make you feel like you 
were flying by the seat of your pants on the GBA. On 
the DS, it should be an even bigger thrill, since the 
levels will reach for the skies and plunge deep into 
chasms. The sequel will also add Diddy Kong as DK's 
backpacklike buddy who can whirl hammers, launch 
himself for projectile strikes, and act as a slingshot to 
send DK soaring across greater distances. —Sreven б. 
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PLATFORM: DS • PUBLISHER: KONAMI 
DEVELOPER: RAZORBACK * RELEASE: NOVEMBER 2006 


Elemental powers, martial arts, anda 
wide range of mystical artifacts have given Xiaolin 
Showdown three seasons worth of good-versus-evil 
combat so far, and that'll lend the DS version of the 
TV series a wide array of combat options. The 
brawling adventure allows you to play as any of the 
four young monks: Xiaolin Temple trainee Omi with 
his Tornado strike, Japanese hipster Kimiko with 
her fiery Judollet Flip, Texas cowboy Clay with his 
Seismic Kick, and acrobatic Brazilian Raimundo 
with his Typhoon Boom. 

In addition to their unique moves, each can also 
punch, kick, jump, and pick up and throw objects. 
The TV show revolves around the search for the 
Shen Gong Wu artifacts that grant their possessor 
extra powers; many are in the DS brawler, such as 
the flaming Star Hanabi, flood-gushing Orb of 
Tornami, and cyclone-summoning Sword of the 
Storm. Before you go into a mission, you'll equip 
two from your inventory (more unlock as you win 
artifact showdowns). The game can be played 
either as a solo quest or in co-op mode-which fans 
of the show's berserk teamwork will appreciate. 
—STEVEN б. 


Exercise your right to 
keep and arm bears. 


Сађеја . 
Counterpoint 


PLATFORM: Wii, GCN, DS, GBA + PUBLISHER: UBISOFT 
DEVELOPER: UBISOFT MONTREAL * RELEASE: FALL 2006 


We've seen plenty of hunting games, but 
none from the perspective of the hunted. Though 
Open Season is more platformer than shooter, it 
does follow the story of a pair of animals who 
attempt to turn the tables on a group of hunters 
days before the season's start. Inspired by the 
upcoming Sony Pictures CG movie, the game lets you 
switch between bear Boog and mule deer Elliot as 
you fight off the orange-jacketed crowd. To combat 
12-gauge shotguns, you have skunk bombs, squirrels 
that chuck acorns, and even bunnies as ammo, not 
to mention the ability to pull off pranks that will 
send the hunters running for their SUVs. The adven- 
ture includes a mishap with a giant snowball, a 
white-water rapids run in а floating outhouse, and a 
roller-coaster ride through mining tunnels. 

The DS version features touch-screen character 
switches and a minigame that has you blow into the 
mic to influence the flow of a skunk cloud. Four play- 
ers can compete in the GCN and Wii versions’ 
minigame competitions. Current-gen version are due 
out in late September. The Wii version will follow 
later this fall.—Georce 5. 
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| A around the controller.” 


СА -Michel Ancel, Producer 
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hen Rayman: Raving Rabbids 
was first announced, we 
expected a classical plat 
former across all consoles, with modi 
fied controls for the Wii version. And 
quite honestly, that would have been 
fine by us. Rayman 2 is one of the 
greatest 3-D platformers of all time, 
after all. But as we discovered on a 
recent trip to Ubisoft’s Montpellier stu- 
dio, the same old, same old wasn't 
good enough for the development 
n behind such creative master 
as Beyond Good 8 Evil 
“This project is very special for us 


because of the Wii console,” says pro: 
ducer and Rayman creator Michel Ancel 
as he prepares to unveil the limbless 
hero's radical new direction, “We used 
to make games for multiple platforms, 
but this one 15 very special. When we 
started working on it, we designed 
everything the same way we did for 
previous projects. We had the standard 
controls for Rayman, with the jumping 
and punching and things like that, But a 
few months ago, we realized that the 
Wii version could be refreshing and 
really innovative. It's so different from 
the other consoles that we decided to 
reconsider everything. Even if it could 
have been a good game, we didn’t want 
to create a traditional platformer. We 
believe in the Wii and building game- 
play around the controller. So now, 
we're redesigning Raving Rabbids 
specifically for the Wii. It’s not just an 
adaptation. It's a very special project, 
because this is really a revolution for us. 
Now we have to focus on one version- 
the Wii version." Indeed, the entire 80- 
person team in Montpellier is dedicated 
to coming up with new ideas for 
Rayman's Wii-specific adventure. “The 
more we heard about the Wii, the more 
interested we became,” recalls studio 
director Xavier Poix. “Then when we got 
our development kits, we knew that 
everything we dreamed of doing on this 
was possible. That's why we changed 
our minds. We decided, 'OK, let's just 
focus on Wii. That's it. The other [ver- 
sions] can come later.” So not only аге 
we getting a new Rayman from his orig- 
inal creators, but it's being built specifi- 
cally (and exclusively) for Wii? 

Viva la Revolution! 


Out of ће Rabbid Hole 


It all begins with an unexpected inva 
sion from an unlikely enemy-crazed 
bunnies (called Rabbids) that have 
lived underground since time imme- 
morial, planning in secret, waiting for 
the day when they could make their 
presence known and take over the 
world. Though not the most cunning of 
foes, what these maniacal lagomorphs 
lack in intelligence, they make up for in 
sheer numbers, an affinity for dance 
(more on that later), and a blatant dis- 


regard for socially acceptable behavior. 


Asa result, their victory is swift; they 
Quickly overrun Rayman's world and 
enslave its inhabitants, including 

Rayman himself. "When you start the 


game, Rayman is a prisoner," reveals 


That is one unhappy Боуй 


Ancel. “The Rabbids don't knc 
thing about him. They don't Кпо 
he's a hero.” But by participating in 


various trials for the Rabbids’ ente 


6 6Michel keeps coming UJP veren dtterentgameplaysyietorhe | 


rbidly obese and als for the player, a lot of different 


‚һе may be able to types с meplay,” Ancel explains. 
"s sort of like the 


nstead of battling 


le. | We want to, as much as possible, play 


with what the Wii controller can do. It's 
interesting to have this structure in the 


game where you go from one com: 


with new ideas. We can't 


ther. It's really dynamic." Of course, 


the proof is in the pudding, so Ancel 


ave us some hands-on time with a few 


keep them out of his head!” 


of the trials his team is preparing. 


The first saw Rayman racing atop 


tainment, our titular protagonist 
becomes increasingly popular among 
his captors. Eventually he realizes that 


if he can become more famous than 


-Xavier Poix, Director 


vith a plunger games that take advantage of the 


what can only be described as a giant 


hog. You steer the animal by tilting 
> Wii remote left and right, and flick 


„Russell Cr the nunchuck like a whip to pick up 


е speed. Like some of the other Wii 


еа is to have a lot of tr unchuk controller, it takes a couple of 


With almost all of the trials, the 
developers are trying to simulate 
the in-game movements using the 
Wii's motion-sensing functionality. 
You'll actually feel like you're 
tossing that cow. 
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tries to get it down-it's sort of like pat ус ease the trigger at the prope ach Rabbid screams hysterically every Rayman is pitted against | 
ting your head and rubbing your belly moment to let her fly. If nanageto те his реп arauding Rabbid 
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If Metal Gear Solid taught us anything, it's 
that the best time to sneak up on your ene- 
mies is when they're using the toilet. 


ч 


ase. WH 
( Just the facts, please - 


ON'T MILK Z: 
cows 


how sacred, as long as it gets a laugh. 


(The concept art portraying the Rabbid 


emperor is bound to remind St. 
fans of someone.) 

Rounding out the single-play 
Jemonstrations were a demonic game 
of jump rope that has you spinning the 
Wii remote in a circle to swing the rope 


and flicking the nunct 


о make 
Rayman jump, and a footrace that put 
ur forearms through quite a workout 
by making us alternately flick the 


remote and nunchuk as quickly as pos 


sible (an avid drummer, Ancel easily 


put my best time to shame while 


lemonstrating that last trial). “So as 
ou can see, because the Wii controller 
allows us to have 


all this gameplay, 


thought it was too limiting to just cre: 


ate а typical platformer,” Rayman’s 
papa explains. “And the team is used to 
moving from one type of gameplay t: 
another after working on Beyond Good 
& Evil. That’s why we are comfortable 
making this kind of game. It's really 
ambitious, in fact, because it's not just 
very short minigames. Some of these 
trials could be their own game." 
Speaking of which. just because plat 
forming won't be the main attraction in 
Raving Rabbids doesn't mean it won't 
have a place in the game. Ancel prom 


ises to sprinkle quite a few full-fled; 


platforming trials throughout the 
adventure. Rayman will sport his usual 
repertoire of moves, along with a few 
new Wii-enabled maneuvers, such as 
the ability to fling his hand and grab 


onto objects when you flick the 
nunchuk (sort of like 


hook in Met 


appling 


jid Prime 3). He'll also 
е an opportunity to hitch a ride on a 


ariety of impressive beasts that are 
d with the Rabbids 
eir turf. 

platforming creden- 
ocumented. What we 
that he’s also a dancing 
And in Raving Rabbids, he'll 
chance to show it off. 


his captors love to get 
gie, and Rayman can 

ог popularity points by help- 
heir groove on. Whether 


gangsta rap, our hero will 


ropriate threads. It's up to 


bring the moves. "It's a great 


way to use the Wii controller," Ancel 
enthuses. "When playing the game, 
you can use the same kinds of move- 
ments that you would when actually 
dancing." That might not be the best 
news for the rhythmically challenged 
among us, but it does add another 
layer of variety to an incredibly diverse 
game. When all is said and done, the 
team expects to have at least 60 trials 
inthe final product. “Michel keeps 
coming up with new ideas,” chuckles 
Роіх. “Ме can't keep them out of his 
head!” 


Spreading the Lunacy 

Of course, it'd be a shame if you could- 
n't share the wacky hijinks with your 
friends, so many of the trials boast a 


hroughout the game, Rayman can 
hop aboard a wide variety of high= 
tech vehicles and friendly beasts . . . 
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- - - but the Rabbids have their own 
ways of getting around, as well. And 
they're usually equipped,with lasers. 


multiplayer component. "It* 


important to us to gi 


e a lot and down to simulate tuggin 


of replay va hope udder. Tragically, | embarrassed the 


he player can continu ng fun witt Peace Garden state 1g de 
his friends even after he's finished the last. Despite my shame, Raving tt 5 
single-player mode.” Some trials have Rabbids’ potential as an ехсейе ni 
you taking turns passing around а sin game was readily apparent from the sound des 
| gle controller (as Ancel points out, “It's When asked | al he back 
often as much fun to look at someone feature Wi-Fi f 8 
play as it is to play yourself”), while Wii Connect24 functionality. F 
others allow for up to four players responded, “We're sti pir 
simultaneously. Your humble reporte more information from rous T 
who grew up in the great farm state of have some ideas that w a recent wave of cart 
| North Dakota, took on three members want to implement; we're just g for adults." says Ance 
of the development team in a cow- то hear from them to make sure that т not talking at 
| m ontest (like plur сом ecand As | eague spok like that, but th 
seem to have a prominent role in Ancel flashe not the sw 
Raving Rabbids). The trial required someone whi егу 1 artoon characters. This 
each player to quickly alternate movi planned but can't talk about it yet the mold of Adult Swin 
It's often as much fun to | 
. 
look at someone play asit 


| is to play yourself.” 


-Michel Ancel 


Who knew you could milk a pig? 


As you complete the trials, Rayman’s 
prison cell will become increasingly lux- 
urious. It’s also where you'll access the 
game's many unlockable goodies. 
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cartoon, but it’s bizarre and slig 
disturbing. It's like what Tex Avery did; 
it's funny for the kids and the adults. 
That's the spirit.” 

Judging by what we've seen so far, it 
works. | can't remember the last time | 
laughed so hard during a demo. Ancel 
and his team are having a lot of fun 
making this game, and it shows. “It's a 
really refreshing environment because 
we built this world and we created the 
character,” says the producer. “So we 
can create more. It's our property. We 
can really imagine new characters and 
stories for this world. The freedom of 
creativity on Rayman is really impor 
tant. That's why you have these crazy 
Rabbids and this wacky story. It's only 


htly 


The number of polygons 
does not make you laugh 
or cry." 


-Michel Ancel 


Ancel. "You can't do anything, but yot 


We applaud Ancel and his te So much that we would need a 


taking this bold new 


can d 


appr lifetime to exhaust ай of the possibili 


ties. That's enough. In terms of visu- 


hope that more Wii c 


in their footsteps. But als, if it's fluid, if you can understand 


Wii-exclusive development f that's enough. The nun 


(һай ber of polygons does not make you 


any limitations? 


lot of good 


many problems becaus; 


zeneration of 


troller has so many possibilit 


possible with the Rayman series." 


This beach party is about to get a 
heck of a lot more interesting. 


The Rabbid emperor is a not a pleasant individual. 
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Uu 


graphic processors. The Wii hardware 
s more powerful than those, so that's 


good enough for us. We're using our 


ameplay and new ideas 


епе 


more than on shaders and things like 
that.” As you can see from the screen- 
hots, the game looks stunning 
nonetheless. It's even more impres- 


motion, with beautiful lighting 


ts, smooth animations, and all 
kinds of little flourishes that really 


help 


orld come alive. As Poix 
points out, “When it comes to graph 


е focused on the artistic 


when you see the last 


f games on GameCube: 


Resident Evil 4, for instance-it's beau: 
tiful. When you look at what they're 
doing on Xbox 360, they have many 


great-looking games, but usually it's 
more focused on the number of poly 
gons than on the real artistic side. 
And we here focus on the artistic side. 
We like it." But in the end, the discus 
sion always steers back toward game 


play. "It's more about creativity," 


stresses Ancel, "The hardware capa 
bilities aren't a limitation. It's more a 
question of coming up with new ideas 
than worrying about technical specifi 

ations. With the Wii, it's all about 


having fun 
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Two ancient creatures, Gregar and Falzar, with unimaginable power have been awakened and unleashed on the Internet. 
In a Fantastic ситан Ea Ehe Battle Network series, can you intervene in Біте bo stop them? 


EVERYONE 


Cartoon Violence 
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STAVING 
ON 
COURSE 


gee As you may have read 


in last month’s Elec- 
tronic Entertainment 
Expo coverage, The 
Legend of Zelda: Twi- 
light Princess is 
headed to both Wii and 
GameCube, and it’s 
arriving in time for 


DAIJI Wii's launch. The man 
IMAI | responsible for making 
NINTENDO | sure the hugely antici- 


KYOTO pated game makes its 


ship date is Daiji Imai, 
who not only is one of the game's directors, 
but also has the critical (although low-profile) 
position of production schedule manager. 
While visiting Los Angeles for E3 2006, 
Imai took the time to chat with Nintendo 
Power about how he's keeping Twilight 
Princess's development on track, and how 
he anticipates the game will deliver new 
experiences on Wii. 
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A Graphic Approach 
Ever since my college days, I've 
enjoyed creating CG (computer 
generated) graphics. Originally, 


I wanted to have a career in 
CG when I graduated. This 
year's ЕЗ is actually my second 


eles, The 
first time was in 1999, when 1 


time visiting Los 


Is ita penguin or a bowling pin? Whatever you want to call it, 


it was featured in Imai's CG project Iron Bowl. Before he 
became a game developer, Imai was a CG graphic artist 


was here for the SIGGRAPH 
(Special Interest Group on 
Graphics and Interactive 
Techniques) convention, 
where 


с 


recognized for my 


aduation 
approact Itriedt 1 


When ту 


job creating CG for one of the 


for an interview—but unfortu 
nately, | didn't get the job. 


However, | was able to find an 


opening at a game develop- 


ment studio, which 16 w 


еге 
my career in video games got 
started, | stayed with that 


developer for several years 


before | took a job 
Nintendo. To get more familiar 
with Nintendo's products, 

right after they hired me, 1 | you've played 
decided to play through The 
Legend of Zelda: Ocarina of 
Time as f. 
though Ni 


5 | could! Even 


endo is all about 


fun and games, it's still a pro- 


fessional work environment; 
it took me a while to get 

accustomed to regularly com 
ing in at 8:45 in the morning! 


The Iron Chefs 

of Gaming 

My first duty at Nintendo was 
to create the special effects 


for Luigi's Mansion on 
Nintendo GameCube. If 
you've played it, you probably 
remember how the beam of 
the flashlight would shine 
through the dust in the air. 
That was the first time 1 
developed a GameCube 
game, and | was really 
impressed that the hardware 
was able to create those 
kinds of effects. | had devel 
oped games for other sys: 
tems, and they just weren't 
capable of creating effects 
like that 

Outside game developers 
view Nintendo as the num- 
ber-one gaming company in 


the world. Before 
imagined that it was like Iron 
Chef-that Nintendo had all 
these master creators fever- 
ishly at work! And after | 


[Luigi’s Mansion], you probably 
remember how the beam of the flashlight 
would shine through the dust in the air. 


At this time last year, we were still discarding ideas and thinking up new ones, 
and the entirety of the 


started working here, | dis: 
covered that's really what it's 
like [laughs]. We have a great 
chain of command, and they 
Jon't settle for anything but 
the best. After | worked оп 
Luigi's Mansion, | de: 


graphics for Pikmin, and then 
| got to direct Mario Kart: 
Double Dash! I also helped out 
a bit with The Legend of Zelda: 
Four Swords Adventures. 


Time Trials 
As far as Twilight Princess's 
development goes, | think 
we've got the big picture all 
sorted out. Now we're just 
fine-tuning the details. At this 
time last year, we were still 
discarding ideas and thinking 
up new ones, and the entirety 
of the game hadn't come into 
focus yet. | think when 
Makoto Miyanaga (see Inside 
Zelda part 12, Vol. 


203) joined 


Prior to working on Twilight Princess, Imai con- 
tributed to Four Swords Adventures on GCN. 


the team, he changed our 


development process signifi- 


cantly. He brought in a new 
system. In general, our cre- 
ators are reluctant to share 
an idea until it's reached a 
certain level of completion. 
They don't like other people 
closely scrutinizing their 
ideas before they're fully 
formed. The problem with 
that development method is 
that sometimes other team 


ame hadn't come into focus yet. 
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members end ир opposing an 
idea after it's progressed a 
long way; if we end up remov- 
ing or drastically changing 
the concept, then we've wast- 
ed a lot of time and effort. Mr. 
Miyanaga created a system 
where staff members share 
their ideas with the rest of 
the development team while 
they're still in the early plan- 
ning stages, and this has real- 
ly helped improve our effi- 


The twilight realm’s ashen, black-and-white appear- 
ance has evolved into a more dramatic, oversaturat- 
ed look, as evidenced by the most recent screenshots. 


ciency and let us look at the 
broader scope of the game. 

I was a director on Twilight 
Princess originally; | was 
mainly in charge of planning 
the field. But recently | got 
the job of managing the game's 
progress and keeping every 
thing on schedule. | don't 
want to be an unreason- 
able slave driver, but | 
do need to assign a 
timetable for each 
partof the dev 
team, so we can all 
understand where 
our tasks fall within 
the entire develop: 
ment schedule and 
how each part affects 
the others. By nature, 

а game like Zelda has ап 
enormous amount of 
content, and we often have 
more ideas for it than we 
know what to do with. It'd be 
ideal if the creators were 
always able to use their own 
judgment to figure out which 
ideas to keep and which ones 
to throw away, but if | don't 
schedule time for the team to 
interact and discuss which 
concepts are best, the game 
won't be the best it can be. | 
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І can tell you this much: After | got used to the Wii controller, 
it was really weird tryin to play a first- ame with a regular controller, 


THE CEGEND оғ 
-— - 


E 4 
think my philosophy of ay y 
cw 


schedule management will 
help us figure out what 
aspects of development we 
need to concentrate on the 
most. Even though I haven't 
been managing the schedule 
very long, the staff has been 
very cooperative so far. Of 
course, game development is 


still my primary interest, but I 


think this is a good experience 
for me. | think it'll help me be 
more efficient and still make 
games that are interesting. 


election 
Even though the master plan 


re 


for Twilight Princess is in place, 
we're still figuring out how to 
best use Wii's capabilities. 
There's stili a lot of work to do, 
ctations are very 
high. I don't think we should 
make things too complex, 
though. We have to be careful 
when it comes to Wii controls. 


and fans’ exp 


When ! saw people at ЕЗ play- 
ing the Twilight Princess fishing 
demo, | noticed something. 
interesting: Everybody who 
played it made a reeling 
motion with their hand, even 
though it isn't necessary to 
play the game that way. | 
think it's important that the 
game controls realistically 
and intuitively-that the reel 
feels like a reel—because that's 
what feels natural to players. 
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Since | was supervising the 
Zelda demo area, | оп!) 
see a few other games at E3, 
but can tell you this much: 


ot to 


After | got used to the Wii con- 
troller, it was really weird trying 


to play a first-person game 


with a regular controller. As 


important as the Wii version of 
Twilight Princess is, though, I 
still think the GameCube ver 
sion is important too—not 
everyone can afford to buy 
whatever they want. 

Right now, I'm pretty much 
devoted to Twilight Princess 
full time. I haven't even had 
time to think about what I'd 
like to do when we're finally 


done! 1 do enjoy scuba diving, 


17 


o 


and so do some of the other 
people on the development 
team. We've discussed going 
diving together once the 


game is finished and we have 
some time to relax. 

While I've been in L.A., I've 
had a chance to go to a local 
game retailer and do a little 
investigation, so to speak. I 
actually asked one clerk what 
he thought about Twilight 
Princess. He said that because 


it has been delayed a few 


times, his customers had said 
he lied about the release date 
[laughs]! So far, we have only 
revealed a handful of things 
about the latest Zelda—the 
village, the forest, the dun- 
geon-but there are many 
other things waiting for you 
in the final game. | think 
Twilight Princess might be 
different from players' esti- 
mations, but | guarantee that 
it will exceed their expecta- 
tions. You can count on it! 


In his scarce free time, Imai enjoys putting on his diving gear and visiting with the sealife. As 
far as we know, Link won't be catching any fish with his mouth in Twilight Princess. 
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mong the 
many еје- 
ments of 
Japanese 
culture that 
mystify Westerners, the 
organized-crime world of 
the yakuza may be the most 
mysterious. Steeped in 
secrecy and tradition, the 
yakuza is similar to the 
mafia in the United States. 
By buying protection and 
influence, they are able to 
have an illicit part in virtu- 
ally every aspect of 
Japanese business and 
industry. And, like 
Americans view the mafia, 
many Japanese people 
maintain a romanticized 
view of the yakuza despite 
their criminal practices. 

In Red Steel, you will have 
the opportunity to delve 
into this dark world and see 
its extraordinary ways for 


uum ү 
community. In 
Tokai deftly 
san, to со 


traditio 


look and attitud 


Mother Reiko, 


yourself. And while you are 
on their turf, you will have to 
live by the rules and ethics 
of the yakuza. You are a gai- 
jin, a foreigner—you һауе 
left your world behind, and 
you must adapt to the new 
world around you. 

Red Steel is the product of 
a highly skilled develop- 
ment team assembled 
specifically for this title. 
Veteran game designers 
from around the world were 
selected for the project- 
Ubisoft understood the 
challenges of designing a 
brand-new game around 
the Wii controller, and want- 
ed experienced people on 
the team. During develop- 
ment, the designers became 
very well versed in the look 
and feel of Tokyo, but they 
restricted their own first- 
hand experiences to main- 
tain the sensation of being 
an outsider in a foreign 
land, as well as to preserve 
a nostalgic view of Japan. 
However, by reading count- 
less books and essays and 
poring over thousands of 
photos, they were able to 
capture the life and envi- 
ronment of the yakuza in 
their own way. 


You play a young American 
man engaged to marry 
Miyu, the daughter of Isao 
Sato, a powerful yakuza 
leader. He is an Oyabun, the 
yakuza equivalent of a 
mafia godfather, and 
believes in the deep and 
solemn traditions of the 
yakuza. Sato carries a beau- 
tiful sword—the Katana-Giri 
is a sign of his great power 
and leadership, and the 
respect he commands from 
within the organization. 
Recent opportunities have 
led him to consider legit- 
imizing his business deal- 
ings, and he is in the midst 
of doing so. But many 
younger Oyabun within the 
yakuza disagree with his 
plans—lawful dealings may 
spare lives, but his adver- 
saries contend they are 
hardly the fastest way 
toward prosperity. Torn 
between the traditions of 
their past and the need to 
modernize, the yakuza are 
at odds as to how they can 


fast money over the geisha’s 


odernized the Shibuya girls’ 
ire conceals their taste for blo 


chool oft 


ishas, seeks у 


help in freeing them from Mama-san’s control. You must join forces with her 


to restore to the 


reets of Shibt 


continue to be influential. 

Sato's reach remains 
extensive, but so does that 
of his rivals—while he's din- 
ing with Miyu and you ata 
restaurant in Los Angeles, 
thugs from a hostile yakuza 
clan ambush Sato in ап 
attempt to steal his sword. 
In the skirmish, Sato is 
fatally wounded and his 
daughter is kidnapped; with 
his dying breath, Sato gives 
you the sword and pleads 
with you to go to Japan and 
save his daughter. 

The man behind the 
attack is an Oyabun named 
Tokai. Tokai represents the 
very opposite of Sato: He is 
ruthless, and sees illegal 
activity as the only way to 
gain true power. Tokai seeks 
to bypass the tradition and 
restraint of the yakuza to 
gain his wealth and influ- 
ence, but knows that with- 
out a symbol of his great- 
ness, he will not be taken 


seriously. To prove his ambi- 
tion and strength, he will 
stop at nothing to get the 
ultimate icon of power: the 
Katana-Giri. 

Tokai and Sato are not the 
only Oyabun in Tokyo, but 
they are the most influen- 
tial by far. And now that 
Sato is out of the picture, 
Tokai is looking to consoli- 
date his power by maneu- 
vering to control the six 
other major yakuza clans. 
The clans are divided 
among their professions: 
the Financial clan, for 
instance, holds sway over 
the major banks, and the 
Game Fight clan watches 
over the legal and not-so- 
legal entertainment indus- 
try. Every clan has its own 


deep roots in the industry. The Game Fight clan sets 


up the games, finds the players, and makes sure 


everyone pays up, all while keepi 
least the ones not on the yakuza payroll) off their 


Although the Game Fight clan 
the rest of the clans, you will ra 


your weapon a 


have to earn their trust by running 


challenges in specially designe 


are stacked against you, but failure is not < 


you need all the help you can get to de 


Japanese society. 


Red Steel emphasizes that 
from back alley to board- 
гоот, the yakuza have per- 
meated every level of 


Part of your weapons train- 
ing includes knowing when 
to finish the job and know- 
ing when to show mercy. 


identity, including distinct 
dress and weaponry. As you 
confront each group, you 
will learn its methods and 
gain knowledge of the 
yakuza. You must convince 
the clans’ leaders to unite 
against Tokai. If you suc- 
ceed, not only will you have 
avenged Sato’s death and 
your fiancée’s kidnapping, 
but your training and under- 
standing will earn you the 
status of a modern-day 
samurai. 


As a Westerner in Japan, 
you'll face many chal- 
lenges—between the 
myriad cultural barriers 
and the secretive yakuza 
underworld, you won't 
exactly be greeted with 
open arms. Fortunately, a 
few friends will help you 
along the way. Your first 
contact in Japan is Otori, a 
martial-arts trainer who 


When the traditional sword won't get the job done, pick up 
some modern hardware and go to town. 


was once a member of the 
yakuza. He is also a master 
of the samurai sword, and 
in his dojo he will teach you 
the ways of your new 
weapon. However, he will 
not join you in battle-he 
knows your intentions, and 
his loyalty to his former 
employers remains strong. 

You will also meet Harry 
Tanner, an American night- 
club owner in the heart of 
yakuza territory. Harry has 
lived in Japan long enough 
to respect its history, but 
he believes that when it 
comes to weapons, the 
newer the better. He'll 
instruct you in modern 
firearms in his private 
shooting range, and help 
connect you to the yakuza 
bosses that frequent his 
joint. Tanner is himself a 
victim of Tokai's move to 
consolidate the yakuza, and 
the Oyabun trust him as 
one of their own. 

Like the yakuza, Red Steel 
holds many seductive 
secrets. Follow along in the 
coming months as we learn 
much more about the 
yakuza clans and their 
deadly ways. 


Over 7,000 photos of Tokyo were taken during development 
to create the realistic scenery in Red Steel. 


Game Fight dan also operates a jungle-themed amusement park. 


Despite th 
as the boss of the 


ormous power that Kenzo wields 
arge Shiba Financial Group 
bank and as a prominent member within the 
yakuza network, his paranoia and cowardice 
leave him and his salaryman cohorts prey to 
Tokai's influence. Recognizing the incredible 
leverage a person like Kenzo has, Tokai will 
y obstacle he can between you and the 
bank executive. You'll need to infiltrate Kenzo's 
office and c ce him to align with you to 


put ev 


thwart Tokai's attempts at gaining control. 
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4 
<> 
Test your hand 
eye coordination 
as you tap the 
screen furiously to 
accomplish your goals! 
Use the stylus as your 
shooting instrument in 
four difficulty levels in 
over 40 different stages! 


| 


Play through four different 
levels of difficulty 


Challenge your friends 
with only one Game Card 


Select any stage at any time 


: Play while the game 
analyzes your abilities and gives feedback 


New stages 
adapted from Матсо 5 classic coin-op 
arcade series 
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Pokémon Mystery Dungeon: 


MYSTERY 


Meet 


What’s happened?!? 


You've become a 
Pokemon! And you can 
talk! And where did all the 
Trainers go? Pokémon 
Mystery Dungeon has all 


the answers! 
By Chris Shepperd 


elcome to a whole new Pokémon 
game, where you get to live the 
п Mystery 


Pokémon life. Pok 


Dungeon looks to bring out the rich 


and complex personalities in Pokémon-they can be 
happy, sad, curious, spirited, and afraid just like 
humans. And for the first time in a Pokémon adven- 
ture game, the Pokémon can all speak (although 
Wobbuffet seems curiously tongue-tied). Because 
Pokémon have such strong natures, figuring out 
what kind of Pokémon you'll become is more thar 
just choosing from a list; your own 
come into play. Before you begin 
answer a series of questions about yourse 


acteristics w 


ате, 


|| 


BLUE RESCUE TEAM ¿RED RESCUE TEAM | 


Illustration: Ken Sugimori 


"Do you teni 


invasion! hec 

theq ire C Dunge 

fig етоп ате спагастег 
атр! ed all the 

que e deemed me a calm type of pe 

son, ап! the Pokémon that best suited me wa 

Mudkip. I've always felt like | was a lot like Mudk 

that worked out great. 

Sporting a New Look 

As soon as you establish your Pokémon identity, you 

awake at ап unfamiliar forest, 

lisorie and your new form 

As you col you realize tl nother Pokér 


to blame for yanki 


mind is full of questic 
caused this 


clues and fo! 
After at 
mo 


скед call со! 


Wers, а ра 


There аге 16 different Pokémon that you can 
be, depending on how you respond to the 
questions. Most of the Pokémon are well- 
known starter Pokémon from previous 
Pokémon games. 
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ANXIOUS? 
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JUST WAIT 
UNTIL 
TOMORROW 
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A РЕЈ 


WHY you |, 
IDEA WHAT'S | | WOULDN'T |“ 
ВЕПЕМЕ 


ТНАТ 
EARTHQUAKE 
JUST 
DESTROYED 
MY TRAINING 


MY DREAM 


SINCE 


AND KIND OF A 
в COWARD, AND 
Tus. DON'T REALLY 
MORE LIKE ENTE 
K е SKILLS, 
PLAYING | 2 Т STARTED 
ТО ME... REX? TRAINING 


5 
< REALLY HARD 
HERE. 


үу, 
NO...IT'S 
IMPOSSIBLE 
FOR ME... 


Вит you 
KNOW...I STILL 
HAVE THIS 
FEELING THAT 


= 7 IF I JUST TRIED 


CLUE TO HOW I 7 
TRANSFORMED ~ 


LIKE THIS! 


WITH THIS 
GIGANTIC 


"| 


[W 
II ! 


DEEP! THAT 
EARTHQUAKE 
MUST HAVE 
MADE IT! 


YOU'RE SO 
IMPATIENT 


! 1 | 20 
11:77 
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УЦР. 
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ВЕЕМ ЕАКТН- 
QUAKES LIKE 
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EVERY DAY! 
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AWAY, 
MUDKIP! 
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soon WW \\ NIÑA 


RAW HIS 
ATTENTION. 


N-NO WAY, | 
THAT'S с 
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YOU'RE THE 
CRYBABY! 
|7 MY ENTIRE 


ыйы Т Ө 
A GOOD 
THING YOU 
DIDN'T Ü 
GIVE UP, 


NOW Т SEE 
THAT GINJI IS 
MORE INJURED 


МЕ TO TELL 
HAVE A THE TRUTH... 
UNIQUE По Í HAVE А 

"POWER," NL me FERNE 
GINJI. WE Ден 
ACCOMPLISH 
THE 
IMPOSSIBLE 


YOU'RE 
TALKING 


MY 
e REQUEST. ғ 
MAD = 
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 MUUEIEIS 
FORMED!! 


THE POKéMON MYSTERY 
DUNGEON COMIC FIRST 
APPEARED IN JAPAN LAST 
FALL AS A SERIAL IN 
сокосоко COMICS, 
NINTENDO POWER IS 
PLEASED TO BRING YOU 
AN ENGLISH TRANSLATION 
OF THE SIX-PART SERIES, 
PRESENTED IN THE SAME 
RIGHT-TO-LEFT FORMAT 
AS THE ORIGINAL MANGA. 
WE HOPE YOU ENJOY THE 
CONTINUING ADVENTURES 
OF GINJI AND MUDKIP 
OVER THE NEXT FIVE 
MONTHS. 
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Your team headquarters will reflect your Pokémon 
type. Mudkip’s HQ is surrounded by plenty of 
water, of course. 


from deeper in the woods. Before you can ponde 
your Situation, you have to jump into action—a 
Роке! in danger, and it’s up to ус J 
partner Pokémon to save it! Following the frightene 
осе, you make your way into a dungeon for the first 
time, 

Building a Mystery 

This is a new kind of Pokemon g t plenty of 


things remain the same as in previous Pokémon 


RPGs, such as the immense diversity of Pokémon, 
including their types and the moves they can learn, 
But when it comes to exploring, there are plenty of 
new things to see and do. 

Like other Pokémon adventures, there are two 
versions of Pokémon Mystery Dungeon. But this 
time, there's a twist-one version, Pokémon Mystery 


Dungeon: 


Blue Rescue Team, is for the Nintendo DS, 
while the other, Pokémon Mystery Dungeon: Red 
Rescue Team appears only on the Game Boy 
Advance. The versions are similar, and as you can 
expect, there are certain Pokémon that you'll find in 
only one of the versions. The Blue Rescue Team ver 
sion also utilizes some of the Nintendo DS's unique 
features-you can control your team and access 
menus via the touch screen, view your map in real 
time on the top screen, and connect wirelessly with 
other players. Another advantage to | 
Nintendo DS is that you can trade back and forth 
between Blue Rescue Team and Red Rescue Team by 
inserting the two games into the Nintendo DS's two 


nga 


game slots. 
One of the most striking features of Pokémon 
Mystery Dungeon is its lack of fixed map layouts: 


v 
А Pat а 
J WAN, 
Ушта dea кін ыла” 
You can target enemies in eight different direc- 


tions. Line up your target before you attack to 
avoid making a costly mistake. 


ж wv ж 


Sete: 


5262 49075 


every time you enter а dungeon, it will have a new, 
Moves 


24224 


The тар will draw in automatically as you explore 


randomly generated map. Item locations, stairs, and 


will change their locations-don't bother 


sketching where you found a rare Pokémon or spe the dungeon's depths. The deeper you go, the 
cial object-it won't be there the next time you more complex the maps will be 
explore. 

At first glance, the events in Pokémon Mystery 


Dungeon might seem to take place in real time. those moves have r 


traits that let you customize 


However, the entire game is turn-based-when you complex strategies. For example, man 


make one move in the dungeon, your teammates will es dar е only the enemy 


follow by making one move, then your enemies will, 


15 well, What you do with that move 
There 


5 up to you. distance moves or moves that d. 


are no separate battle scenes like in other Pokémon in one turn—possibly even your ow 


mates. Success depends 


team 
Pokémon games-when you see a foe on the map. it's 


up to you to engage it. But you have to remember 


on knowing 


not just w 


move does, | 


jenefit and suffer 


that virtually everything you can think of costs you 
one move 


from it 


if you take a step, drink an In addition t 


Elixir, throw 


Pokémon have a standard епепс 
ап item, strike that hits enemie front of 
attack, or per- them. It doesn’t cost any PP to use 
form any other and doesn't take up а slot in 


action, you must be pre- 
pared to face the conse- 


your moves list, but it typically 


quences of your орро- 


e. Ir ition to new 


nent's move immediately. aspects of norm 


al moves. 


The game provides all new featu t Pokémon fans 


You can link together 


sorts of new ways to con excited 


front your enemies. Your moves and ! 


Pokémon still have their the same turn. For 
Torchic's Growl, which rai 
its Sand-Attack, му 


Evasion, then unleash F 


xample, you could link 


traditional moves, but 


amethrc 


damage-all in the 
one PP from each attack, 
combinati 
how you 


turn. Linking n 
butt 


n perfo 


nany turn 


v combat. 

The changes don't s 
the items you find and use in the dungeons are dif- 
ferent, as well. First, in this st 
aren't linked to Trainers. That 
Роке Balls—you'll have to find other 


world, Poké 


there aren't 


s toc 


Pokémon to join your 


exploring, you'll get hungry-it's up t 
apples and other foo 
taking dam; Andt 
that work with Pokém 


Some moves hit enemies from far away, leaving 
you and your party away from danger. 
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ПЕ About АП Read !Extra !Extra 


Nintendo Power is pleased to be able to run a 
six-month Pokémon Mystery Dungeon 
manga series. Follow along as one boy 
becomes a Pokémon and forms a rescue 
team, just like you'll be able to do in 
Pokémon Mystery Dungeon! 
Manga are Japanese comic books. Their 
readership has been growing rapidly in Japan 
for over 50 years, but only recently has it 
become popular in North America. 
Much of the manga that comes here is 
designed for teenage boys and girls, but 
n-use a Blowback Orb to shoot al there are manga series designed for people 
i il ка Blast Coad f " of all ages. You probably already know some As with many Japanese books and magazines, you 
taf ttack, for example common manga series: video game and car- read manga pages in reverse order from how you 
4 toon titles such as Dragon Ва! 2, Beyblade, would in a North American publication. 
and Yu-Gi-Oh! all got their start as manga. 
иг But there аге hundreds of manga series 
ng of a mind of tl available; manga are some of the most wide- 
estions of how and where to explore ly read books in Japan. 
Ithe t follow your lead, but Because manga have very strong 
Il behave as they see fit, stormir Japanese roots, how you read them might 
поп. В tactica seem a little peculiar at first. Instead of flip- 
often get them into the f ping pages from right to left, you turn the 
ff to attack enemies wit! pages from left to right. It doesn't take long 
1 t your te for your brain to figure it all out, and soon 
ispect-do you you'll be zipping through like you've been 
t wes ofte reading manga all your life. 


Within the panels, the characters” dialogue is dis- 
le? As you cultivate friend played from right to left, as well. Action seldom 
\ more moves that spans over two frames—read all the words in one 
t frame before going on to the next. 


ngeon, and the Gulpin L 
jut it’s a small price to pay f 


one your fighting skills, y 


Hero in the Making 


You'll want to visit the town after every trip into 
the dungeon. Persian Bank will hold onto 
your hard-earned money for as long as 
you'd like. 


idini use all sorts of shops and services 


x 


See vicc ӨВ in theatres July 21 
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А big redesign with many small touches have combined to turn 
the DS Lite into Nintendo's best handheld ever. We take a look at 


how it's given games a surprising makeover, too. sy steven Grimm 


1. Slimming Effect 


We've loved the DS for stuffing so much 
under the hood. But now that the Lite isn't 
such a handful, we want to play 24/7 


The DS Lite has slimmed down so that it’s 
just slightly thicker than the standard DS's 
lower portion 15. That lends to the Lite's 
sleekness, but the change isn't about just 
good looks. Shedding 20% of the weight 
also plays a big role in gameplay sessions, 
since the slim-down makes a noticable dif- 
ference in the handheld's heft. Any fatigue 
you've felt during long-haul sessions in 
RPGs like LostMagic and Mario 8 Luigi: 
Partners in Time is nonexistent when you 
play on the DS Lite. And you'll really feel 
the difference if you're among the hordes 
competing for hours on end in Mario Kart 
DS or Metroid Prime Hunters over Nintendo 
Wi-Fi Connection. The trimmed-down DS is 
to your benefit, no matter what your 

DS game addiction is. 
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2. Unified Designs 


d one bit 
But changes bring two-screen fusions to 
life like never before 


The screen sizes haven't chan 


Look closely at the dual scre DS 
Lite; they're now closer together, and 
joined by a streamlined hinge. Subtle, yes, but 


itadds up to a more-seamless experience in 


games that use the dual screens for integrat 
ed visual effects, from the cen" format 
of Metroid Prime Hunters's c 
stretched level designs in Mario & Luigi: 

Partners in Time. But it may also improve your 
gameplay in high-rise action games where 
objects move quickly between screens: Dual | 
screen action—like that їп Ма 
Prime Pinball, and the nes in Ne 
Super Mario Bros.-is different on the Lit 
the difference becomes more арраге! 


2matics to the 


ninig 


Sonic Rush. Whenever the blue 
bounds back and forth betwee 
screens in the double-tall world, the Lite | 
seamless feel may improve your timir 
an all-important fraction of a second. 


exam 


dared 


tica, Metroid | ! 


Weight loss is one thing, but good 
ergonomics is another. The DS Lite has 


pt be struck by the difference in 


„Sufffhncontrolled titles, but 


example: Simultat 
button control is more manageable 
the tightened Ds design. 


People who love their Nintendo: 

appreciate this Lite refinement the most 

The mic is now at the center о > DS expe 
ence, positioned on the hinge between 


screens, which makes mic-based gameplay 
more natural. How often have you shifted 
your DS during gameplay to aim your 
mouth at the mic? When playing 


Nintendogs on the Lite, you'll now t 


your puppy face-to-face. The happy, furry 
slobbering illusion of it all is now uninter 


rupted even for a moment. The гер 
ing also lends itself to better mic gameplay 
1 


sition 


all агош 
Brain А 


hether you'r 
or trash-talking before a Metroid 


king into 


Prime Hunters skirmish over Nintendo Wi-Fi 
Connectic 
and puffir 


Also more of a breeze: huffing 


into Rub Rabbits's blowgun 
minigame, performing CPR in Resident Evil 
Deadly Silence, and blowing away 
Magnetica's puzzle-gunking ion clouds. 


Our thumbs are thanking the DS Lite. The 
action buttons reach perfection; function 
buttons get out of the way. 
Meatier, slightly raised buttons with a 
touch of traction mean your fingers get a 
better grip, and softened edges make slid- 
ing your thumb between buttons 
smoother. Button-intensive games like 
Castlevania: Aria of Sorrow—where you go 
medieval on A, B, X, and Y in swift 
sequence—benefit the most from the 
redesign, but you'll feel the difference in 
any game that gives the buttons a work- 
out. The Control Pad's size has also been 
dialed back, so your thumb needs to do 
less work to push left, right, up, down, and 
directions in between. That results in 
tighter control; in Mario Kart DS, we've 
been surprised at how many more turbo 
boosts we can squeeze out during a lap, 
turning corners has more-fluid 
еп the function buttons are 
r example, the power switch 
right side, it r ° 


during manic bat- 
Metroid Prime Hunters 
Хог maybe that's just us). 
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6. Substantial Stylus 


We have to give the Lite’s stylus a hand. 
Writing, scrawling, guiding, and stab- 
bing—it's all more comfortable. 

A longer, more substantial stylus means 
less wobble creeps into control; 

that’s key for speedy games 

like Magnetica, Meteos, and 

Pokémon Trozei, and sketch- 

based games like Kirby Canvas 

Curse, Pac-Pix, and Yoshi Touch 

& Go. The improved stylus 

comes in handy across the board; 

we rely on the stylus for so many 
titles, such as Animal Crossing: 

Wild World and Brain Age. And 

with even more games going 100% 
stylus-Star Fox Command, Magical 
Starsign, and The Legend of 

Zelda: Phantom Hourglass— 

the new stylus arrives in the 

nick of time. 


ve seen the light. After playtesting dozens of games on the DS tite, we can testify that 

brighter screen doesn't just make games seem clearer—it makes many look cooler. 
HIS a no-brainer that the Lite's four stages of brightness make all games better. The lowest 
setting provides the standard DS's level ofillumination, and lasts up to 19 hours. And at its 


brightest, the battery life is still 5 to 8 hours—plenty for the typical obsessive session. High- 
‘contrast games are gorgeous when they're superbright: Illuminated objects set against dark- 
ness glow intensely; enemies in Metroid Prime Hunters and the critters in Electroplankton 
ет! hyperenergy as if they've guzzled down radioactive Red Bull. High-cheer games—where 
=the design’s all bright, all the time—explode with enthusiasm and energy, which shouts happy- 
-happy joy-joy for games like Animal Crossing: Wild World and all things Mario. The newfound 
(11655 even breathes пем  е into your GBA collection; We've been sucked back into our 
GBA games to marvel at how great they took when seen in a new light. 


= == 
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SWORDS. SORCERY. CURRY. 


/5уудгасга! Огу, 


The much-anticipated 
RPG franchise finally 
comes to America! 


Ss = y 
Two main characters Rollicking real-time A А ЗМе-зринфво cómed; 
and eight paths combat! | / 
through the дате! 


14 Fantasy Violence 


Suggestive Themes 
CONTENT naren ov ~ 95 
кзав 
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Hundreds of 
weapons to be found 
and forged! 


WWW.ATLUS.COM 


Featuring new 
characters, new 
abilities, and new 
transformations, 
Mega Man 7Х 15 
the DS evolution 


of Capcom's 
регепта! 


franchise. 
By Chris Hoffman 


S et centuries after the events in the Mega Man Zero games, 
Mega Man ХХ tells the story of an ordinary human—your 


choice of either Vent, a young man working for the Giro 


/ Express courier service, or Aile, his female colleague—who 
fi 9 А. а Ј 
У becomes a hero after gaining the power of substances called 


Biometals. The living metals contain information and 
(Су Weapon data from wars of the past, and 
A when they merge with your hero, 
they allow him or her to become the 
next generation of Mega Man— 
which leads to all the 2-D side-scroll- 
ing platforming and bot-blasting 
action that the franchise is known for. While Mega Man fans 
will feel right at home with the familiar gameplay, ZX contains 
plenty of new aspects—such as Mega Man's myriad forms and 
the game's unified setting. We delve into this intriguing take 


on the Mega Man universe to see what sets it apart. 
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MODEL 
CITIZENS 


In human form, Vent and Aile can 
crawl through small areas, stay afloat 
in water, gather info from МРС5, and 
enter secure places armed warriors 
can't, but when it’s time for action, they 
must harness the power of Biometals 
to transform into their powered-up 
states. By defeating Pseudoroid boss 
es and acquiring their Biometals, 
you'll be able to obtain multiple 


model forms-which you can switch 


0 at any time using a feature dubbed 
the M.E.G.A. (Meta-Encapsulated 
Granule Awareness) system. Each 
model boasts unique weapons, abili 
ties, and limited-use Overdrive modes 
that provide 


even more techniques. 


| XMARKS 


THE SPOT 
MODEL X 


When they merge with the Biometal 
that houses data equivalent to the 


legendary Rep 


мег 


and Aile car 


mighty Mode 
Model 


3mesake 


h, wall-kick, and 


downt 


nds) to apowerful 


arm-cannon blast. Model X is 


first form t| 


hero acquires, and its powers 


are retained in other forms; all 
the other models are amalga- 
mations of Model X and 
additional Biometal compo- 


nents. 


LIVE BY 


THE SWORD 
MODEL ZX 


While your hero acquires the Model 


X abilities, your employer, Giro, 


receives the tal that tr r 
him into Model 2. After being trapped 


by ener 


forces, however, Giro lends 
г, and the Biometals 

) create Model ZX. The ZX 
form looks and feels very similar to 


you his ром 


combine 


Zero's incarnation in the Mega Man 
Zero GBA games, and comes 
equipped with both the formidable 7- 
Saber blade and a projectile attack. 


You can charge up both weapons for 


even greater attack power. 


AQUATIC 


ASSAULT 
MODEL LX 


On land, Model LX can deal decent 


close-range damage with its double 


headed halberd, but this ice-empow- 


ered form functions best unc 


ater. 
When submerged, you can use Model 
LX tc 
hazards 


halberd 360 де 


n around freely and avoid 


easily. and you can spin уо! 


to wipe out any 


nearby foes. LX arge move isn't an 


attack at all; it creat п ice block that 


floats ir 


ter and 


to reach areas that are otherwise |і 


out of reach. Like 


n to provide useful 


en functions 


ner that r 


5 the location of any 
nearby items that you might unknow 


ingly pa 
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MODEL PX 


OUT OFTHE 
SHADOWS 


The Biometal of the shadows, 
Model P, adds ninjalike capabilities to 
your hero's powered-up form. What 
Model PX lacks in power it makes up 
for with quick, wide-range offense; 


your standard ground attack 
becomes a rapid-fire multishuriken 
attack, and in the air. you'll send out 
numerous shuriken in a broad arc. Its 
charged attack is a spinning star that 


returns like a boomerang. Addition- 
ally, Model PX can cling to ceilings, 
and when you activate Overdrive 
mode, you can Shadow Dash through 
enemies and other hazards. When in 
PX form, the bottom screen becomes 
a radar scope that lets you use your 
heightened senses to spot enemies 
and hidden passageways. 


MODEL FX 


FIRE ON HIGH 


When you need raw firepower, 
Model FX is the form of choice. Both 
arms of the FX form are equipped 
with massive cannons, and by 
accessing the bottom screen, you can 
use a grid to adjust each arm’s firing 
patterns independently. When that 
isn't enough, you can charge up the 
cannons to release a fireball attack, 
which lets you smash through ice 
blocks and other obstacles. Model FX 
is also the only form that lets you 
fire directly upward. 
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LIKE THE WIND 
MODEL HX 


Powered by the Biometal of the 
wind, Model HX specializes in aerial 
assaults. Unlike other model forms, 


lel HX can dash in midair, and it 
can even dash straight up, allow 
to reach areas other forms can't. Just 
as useful are the booster rockets 

that 


Model HX’s descent when 
you hit the jump button while falling 
. the HX 


form has both a horizontal and a 


As for offensive capabilities 


vertical sword slash (good for attack- 
ng enemies in a variety of posi- 
tions), as well as an electrical-ball 
charge attack. Its lower-screen capa- 
bility is enemy analysis, which reads 
enemy HP and identifies bosses" 
weak points. 


MEGA-METROID? 


ALL THE WORLD’S A STAGE 


One of the biggest differences between Mega Man 7Х and previous side- 
scrolling Mega Man titles is the implementation of a single, vast, intercon- 
nected world (similar to that of a Metroid game). When you select a mis- 
sion (which usually culminates іп a boss battle against a Biometal-hording 
Pseudoroid), you'll learn where to go next, but instead of warping into a 
stage, you'll need to explore to find each new area. As you obtain key- 
cards and gain abilities by acquiring new model types, you'll be able to 
access additional regions of the world. Fortunately, teleportation points 
let you return to locales you've already visited. Along with features like 
Mega Man 2Х 5 new forms, moves, and characters, the game's nonlinear 
structure helps elevate the Mega Man franchise to the next level. 


ANEW ` 


МАМ, 


ROBOT 
MASTER 


With so many new elements 


permeating the latest evolution 
of the Mega Man saga, there's 
only one person who can 
explain what it all means: Mega 
Man 2Х producer Takeshi 
Horinouchi. We recently spoke 
with Horinouchi to gain insight 
into the Mega Man 2Х design 
process, what the developers' 
design choices mean for play- 
ers, and what else is in store 
for the Maverick-hunting hero, 


Nintendo Power: How long have you 
been involved with Mega Man, and what 
do you like about working on the series? 
Takeshi Horinouchi: | first started оп 
Mega Man Battle Network 4, so | guess 
it's been about four years. Mega Man 2X 
is about a human kid transforming to 
perform all sorts of cool actions. | like 
that the story has this regular, everyday 
kid using Biometals to transform and 
wield amazing powers. | also like how 
you can think about which of these 
powers and abilities to use to best get 
past certain parts of the game. 


You never get to play as Model 
1, but it plays an integral 
role in the game. 


NP: Where does Mega Man ZX fit into 
Mega Man continuity? Will the Zero 
series continue separately? 

TH: Mega Man ZX is independent of 
the Zero series. ZX is set several hun- 
dred years after the Zero series. and 
the gameplay style is more about 
exploring the map than completing a 
series of stages. Since the exploration 
gameplay style is so different from the 
Zero series, 2Х 15 a brand-new game 
rather than a continuation of the Zero 
series. That being said, there are no 
plans at this time for a new installment 
in the Zero series. 


66Being able to 
smoothly switch 
between different 


Mega Man model 


NP: Why did Capcom choose to retain 
elements from the Mega Man Zero 
games instead of going in a completely 
separate direction? 

TH: Although ZX is a brand-new Mega 
Man spin-off, there are a lot of hard- 
core Zero-series fans, so we have car- 
ried over certain aspects of the Zero 
Series. Past spin-off series have done 
this as well, and it is up to the fans to 
decide whether Model X equals X, and 
if Model Z equals Zero. As far as the 
plot goes, this is a brand-new Mega 
Man story, 50 knowing or having 
played Mega Man Zero is definitely not 
a requirement. 


NP: What kind of things did you want 
to accomplish with ZX that haven't 
been done in previous Mega Man 
games? 

ТН: | came up with the M.E.G.A. 5у5- 
tem because we wanted people to be 
able to seamlessly switch back and 
forth and use multiple Mega Man 


forms in the game. Being able to 
smoothly switch between different 
Mega Man model types, something not 
possible in other Mega Man games, is 
what sets this new title apart. 


NP: Why did you decide to make the 
main characters humans instead of 
mechanoids? 

TH: Everyone has thought about 
becoming Superman once or twice, 
right? In Mega Man ZX, you play as a 
normal human, around the same age 
as the target audience for the game, 
and gain these superhuman powers by 
transforming into Mega Man using 
special Biometals. | think gamers will 
enjoy playing as a human character 
that transforms into Mega Man to fight 
this evil organization, 


NP: What does the addition of a female 
playable character add to the game? 
TH: Players can enjoy two storylines in 
Mega Man 2Х, Of course, we could 
have made it so you play through both 
storylines as the male character. But 
half of the world is female, right? Since 
there are two storylines, | thought, 
why not give players the choice to play 
as a female character as well? Also, | 
think there are probably a lot of Mega 
Man fans who have been waiting to 
see a female Mega Man in a game. 


The inclusion of human protagonists 
adds new gameplay aspects and 
story elements to Mega Man ZX. 


NP: Which main character do you pre- 
fer playing as? 

TH: Personally, | suggest playing 
through as Vent, then again as Aile. 
Aile's story gets closer to the core. 
Plus, Aile's storyline is a bit tougher 
than Vent's. 


NP: What kind of a challenge level are 
you striving for? 

TH: The easy/beginner mode will be 
very easy. Normal mode will be about 
as hard as Mega Man Zero, or maybe a 
little bit easier. But there will also be 
an unlockable hard mode that trumps 
the difficulty level of all the previous 
games. So fans who want a super 
Mega Man challenge will have to figure 
out how to unlock this hard mode. 


NP: Are there still multiple weapons to 
acquire, or do the different forms 
replace the different weapons? 

TH: By changing into different forms, or 
models, you will be able to use different 
kinds of weapons. 


Model PX's Shadow Dash lets you 
pass right through enemies without 
taking damage. 


NP: What are some examples of your 
favorite abilities that different model 
forms have? 

ТН: like the Shadow Dash available 

with Model PX. This move is only avail 
able when the Overdrive is engaged, so 
it’s one of the cooler technical moves. 


NP: Is there a playable Model Z form? 
TH: No, there is no playable Model Z. It 
appears in the beginning of the game 
as part of the intro story. 


NP: How does Mega Man ZX take 
advantage of the DS hardware features? 
TH: When you are transformed into 
one of the many models, on the touch 
Screen is a subscreen for that particu 
lar model. Most models will just show 
important information on the touch 
screen, but with the FX model, you will 
have the ability to modify the path of 
your Buster shots. I think the dual 
Screens are a great match for the 
kinds of things we are doing with the 
different model transformations. 


NP: How do you feel this game will 
appeal to players who've never played 
Mega Man before? And how do you 
think it will appease the old fans of 
Mega Man? 

TH: With a new story and user-friendly 
difficulty settings. I think it will be very 
welcoming to players new to Mega 
Мап. also think that having a playable 
female main character available will 
appeal to even more gamers. For 
returning fans, I think they will find 
that the action is just as fast-paced and 
intense as other Mega Man games. I'm 
sure they will be quite satisfied with 
how it has turned out. 
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FAIRY TALE 


After settling for irregular appearances in Link's recent adventures, 
Tingle—the crazy-looking, green-tights-wearing oddity of the Zelda 
series—is getting his own DS game in Japan. And yes, it's bizarre. 


JAPAN! 
By Andy Myers 


| Ting-Who? 


He’s not Link, but he wea 


Rupees are the name of the game in 


Tingle’s first-ever solo adventure, 
slated for a Japanese release this year. 
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What's Tingle's Story? 


Rupee Land's hero begins the game work 

stiff, bored with life and wishing for something a lit 
tle different. But when he hears a magical voice 
coming from the lake near his house, everyth: 


Changes. The voice is that of the Rupee Master, who 


invites Tingle to come to Rupee La 


1, a utopian 
paradise where all his wildest dreams will come 
true. But there's a catch-Tingle must deliver a large 
quantity of Rupees to the Rupee Master before he'll 
be granted access to the dream world. Our herc 
eagerly accepts the challenge, transforms to the 
green-clad Tingle we know and love, and embarks 
on a quest to find Rupees. 

Everything in Tingle's world revolves around 
Rupees. They are his currency, his driving force, and 
even his lifeblood. (If you run out of Rupee thé 
зате, Tingle will die.) Because of their great value 
you must decide carefully wh 
hard-earned gems. If you want to ga 


someplace, you have to pay; if you want to learn 


to spend yc 


valuable information, you have to pay; if you just 
want to have a friendly conversation, you have to 
pay. The trick is that you never know how much 
you'll need to shell out. Bartering with Rupee 


Land's wild cast of characters is often г 
game in which you're forced to gauge ап item's 
worth. If you don't give enough, you lose the 
Rupees and you're back to square one. And on 

occasions when people want to give you Rupees 
you must ask for the right amount-if you ask toc 


much, they'll refuse to pay at all. 


Who Will | Meet? 


Rupee Land's loose financial system may be a bit 
unorthodox, but it should be; it adds to the pe 
arity of Tingle's world. Nearly everyone you meet 


in the game has idiosyncrasies, making Tingle 


almost normal by comparison. And the Тагт! 
Tingle wanders from home, the crazier the 
get. The game's strong focus on Rup 
ages you to interact with the folks you cc 


encour 


Tingle's balloon-riding skills come into play as he 
travels throughout the game's 10 islands. 
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If you want to make a new friend, you'll usually 
have to grease his palms. How much? It's always 
up to you. 


When preparing a recipe, you'll use the DS stylus 
to stir the pot. If you don’t stir fast enough, the 
contents will burn 
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A Brief History of Tingle 


Majora's Mask (N64) 

Tingle debuted as the eccentric 
map salesman in Majora's Mask. 
To do business with Tingle, Link 
had to shoot him out of the sky by 
popping his balloon. A man claim- 
ing to be Tingle's father appeared 
later in the game. 


Oracle of Ages (GBC) 
In Oracle of Ages, Tingle 
provided Link with the 
Island Chart (after being 
shot down, of course). He 
also played a role in Ages’ companion 
game, Oracle of Seasons, via the pass- 
word linking feature. 


How Do Play? 


Everything about Rupee Land defies normalcy, 
including how you control the action. Though you'll 
move Tingle using the Control Pad, you'll need to 
keep the stylus handy for just about every other 
activity, from scrolling through menus to battling 
ame's 


enemies. The; ghting system is about as 


unique as can һе, When you approach an enemy, 
you'll be thrown into a cloud-forming, cartoonish 
brawl, You can control the movement of the dust 
ball somewhat with the Control Pad to pick up other 


enemies as you go. Success requires adding to the 


chaos by tapping the screen with the stylus. The 
more rapidly you tap, the better Tingle's outcome 


(which often involves gaining or losing Rupees). 


Skirmishes in Rupee Land's overworld аге few 
and far between-it's when you enter one of the 
game's dungeons that the action heats up. Because 
Tingle doesn't level up in the traditional sense, 


you'll have to enlist help to make it through the 


You can hire bodyguards at the local bar, 
but it will cost you. 


Super Smash Bros. 
Melee (GCN) 

Tingle made a couple of quick 
cameos in SSBM—one on the 
Termina Bay stage, and the 
other as an unlockable trophy. 


The Wind Waker (GCN) 
Tingle played his largest supporting role 
in The Wind Waker. Not only were play- 
ers introduced to Tingle's brothers on 
Tingle Island, but Tingle is actually 
playable (with a connected 

GBA and the in-game item 
known as the Tingle Tuner). 


Jungeons іп one piece. Enter the bodyguards. 


These brutes come in all shapes and sizes (there are 


around 30 bodyguards in t vill help 


you gain the advantage in a braw odyguards 


an also help you solve puzzles, getting you that 


much closer to the boss battle at the dur 
Land 


тем gameplay mechanics (always involving the 


attles each introduce 


end. Rupee 


of the 


touch screen), and are easily 


ether you're making friends, slaying monsters, 


or figuring out puzzles, Tingle’s enture is all 
about one es. When you've accumulated 
a substantial sum, you can return to the Rupe 
master to turn them over. Sometimes, the Rt 

naster will expand Tingle's world, 2 him to 


continue on his quest. But no matter how far from 


home Tingle travels, there's ле question on 


lind: Will the zh to earn 


next sum be er 


‘ance to Rupee Land? 


Bodyguards are good for more than just fighting. 
Often, you'll need them to solve puzzles. 


Four Swords 
Adventures (GCN) 

In Four Swords Adventures, 
Tingle granted access to the 
Tingle Tower to play 
minigames, plus he was the 
annoying gem thief in the 
game's main quest. 


The Minish Cap (GBA) 
Tingle returned (along with his 
brothers) for a role in The Minish 
Cap. If you fused ~“ 
Kinstones with Tingle ps 

and his bros, you 

could acquire the 

Magic Boomerang. 


Tingle’s skirmishes (which resemble cartoon-style 
brawls) can be swayed with the stylus. 


Will Tingle Come 
Stateside? 


We don't know. As of yet, Mogitate Tingle no Barairo 
Rupee Land has not been announced for release 
outside of Japan. But Nintendo is interested in your 
opinion regarding the green man’s first game. Does 
it look fun? Does it look lame? After reading this 
article, visit the URL below to let the Big N know 
your impressions. 


бА меко power 


GRANO PRIZE 
ІП NINERS 


Win a Nintendo DS Lite and start racing, blast- 
ing, and dogfighting via your copies of Star Fox 
Command, Mario Kart DS and Metroid 

Prime Hunters. 


SECOND PRIZE 
25 WINNERS 


Take flight with Fox, Slippy, and THIRO PRIZE 


Falco in Star Fox Command, only 

for Nintendo DS. 50 WINNERS 

If you're gonna play like a winner, 
you gotta dress like a winner in 


4 МР 2006 T-shirt. 
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OFFICIAL SWEEPSTAKES RULES 


NO PURCHASE NECESSARY. PURCHASE WILL NOT IMPROVE ODDS OF WIN- 
NING. Only legal 1.5. or Canadian residents (excluding Puerto Rico and 
Quebec) who are not employees of Nintendo of America Inc. ("Sponsor") or 
its affiliates (or their immediate families) are eligible to enter. Void where 
prohibited. To enter, either fill out and mail in the Player's Poll entry form ог 
print your name, address, telephone number, and the words "Star Fox 
Command" on a 4" x 6" postcard, and тай the entry to this address: 


transfer or substitution of prizes permitted, except that Sponsor may substitute a prize of equal or greater value for any prize. For a copy of these rules, or 
(after 10/20/06) a list of winners, send your request to the address above. VT residents may omit return postage. Grand Prize: Ten (10) Grand Prize winners. 
will each receive one (1) Nintendo DS Lite video game system, one (1) copy of Star Fox Command, one (1) copy of Metroid Prime Hunters, and опе (1) copy of 
Mario Kart DS for the Nintendo DS. ARV: $234.96 each. Second Prizes: Twenty-five (25) Second Prize winners will each receive one copy of Star Fox Command 
for the Nintendo DS. ARV: $34.99 each. Third Prizes: Fifty (50) Third Prize winners will each receive a Nintendo Power T-shirt, ARV- $10.00 each. Prizes won 


guardians) release Sponsor, its parent, and their affiliates, directors, officers and employees (collectively, "Released Parties") from any liability for any 
Claims, costs, injuries, losses or damages incurred in connection with the Sweepstakes or any prize (including those related to personal injury, death, damage 
to property, and rights of publicity or privacy). IF YOU ARE A MINOR, YOUR PARENTS OR LEGAL GUARDIANS AGREE TO INDEMNIFY EACH OF THE RELEASED PAR- 


which are final. Sponsor may change these Rules and/or suspend or cancel the Sweepstakes at any time И causes beyond Sponsor's control affect the admin- 
istration of the Sweepstakes or Sponsor otherwise becomes (in its sole discretion) incapable of running the Sweepstakes as planned. Any provision of these 
Rules deemed unenforceable will be enforced to the extent permissible, and the remainder of these Rules will remain in effect. The Sweepstakes and all 
accompanying materials are Copyright t 2006 by Nintendo of America inc. 


THOUSANDS 


Teeming with heroes, villains, and spell-casting flourishes, planet- 
hopping DS RPG Magical Starsign has а character all its own. ву George sinfield 


A 


agic fills the air and both DS 

screens in Nintendo's Magical 
Starsign, the story of six sorcerer’s 
apprentices who make spells fly and foes 
falter in a round-the-universe tour of 
exotic locations and epic battles. As the 
planets lock into alignment, the students 
gain power and conviction to save their 


wayward teacher, Miss Madeleine. 


Magical Starsign is a sequel, but it 
plays like a stand-alone title; it take 
of Magical 


Vacation, the original Japanese GBA 


place long after the event 


game, and features only a few in. 
common characters. In Japan, the 
sequel retains the Magical Vacation 
name, but it’s a bit of a misnomer. The 
tudents from the Wil-o'-Wisp Magic 
Academy are not on a mind-expand: 
ing holiday like the group from the 
original title; they're on a rescue mis 
sion-one in which they scatter to the 
far corners of the universe to find 
their missing professor and get to the 
bottom of a worlds-threatening plot 

You take charge of one of the magi 
cians in training, selecting a boy or a 
girl character that you get to name, 
then you team up with the others 
over the course of the adventure. 
Each of your five classmates special- 
izes in an elemental magic style: 
earth, water, fire, wood, or wind. Your 
character adopts healing light magic 
or damaging dark magic as a special- 
ty, and takes the lead in planetary 
exploration. At the beginning, the stu- 
dents fly off in six directions, looking 
for Miss Madeleine's reported loca 
tion, the wind planet Puffoon. As you 
shuttle from one planet to the next, 
you catch up with your comrades until 
you have a full search party. From 
that point, the class works as a team 
to reach the goal. 

The adventure is long and loaded 
with quests and humorous charac 
ters. Developer Brownie Brown has 
mastered a light, spirited tone, and 
likes to spin a twisted tale. The com: 
pany created GBA title Sword of Mana 
(published by Nintendo in 2003), and 
recently developed MOTHERS (part of 
the Japanese series known as 
EarthBound in North America). Given 
that pedigree, you know that you'll 
have a great time finding out where 
the Magical Starsign story takes you. 


The art style, too, is a pleasure. The 
character design is playful, vibrant, 


and prolific, giving us everything from 
potted plants that walk around on 
stubby legs to a two-screen-tall ant 
queen, and from an aged alligator 
who wears flowing robes to a pack of 
killer robots. The environments are 
lush and varied, and the depiction of 
technology is straight out of Jules 
Verne: Rockets with ornate metal 
work blast from turn-of-the-19th-cen- 
tury towers. You'll want to spend a lot 
of time in this world, and the long 
story will oblige. 


Rock, Paper, Lasers 


Battles are turn-based demonstra- 


tions of dazzling animation and mag- 
ical effects. You can trigger physical 
attacks (some enemies are weaker to 
your kicks than to your incantations), 
but magic is the game's bread and 
butter. You earn magic points with 
every victory, so you can keep cast 
ing for a long time before you have 
to fill your reserves. 

As in many games, each magical 
element overpowers another опе- 
earth magic beats water magic, 


Magical Starsign's gorgeous graphics really come alive on the dual screens. 
And what whimsical RPG would be complete without a flying fortress? 


water extinguishes fire, etc.—until the 
magic-trumping circle is complete, 
like a sorcerer's version of Rock, 
Paper, Scissors. Furthermore, the 
power of an elemental affiliation 
increases when the planet that you 
are on drifts into an orbit that favors 
a particular element. The power 
increase can be as much as threefold. 
An upper-screen chart that you can The game's magic effe/ 
consult during battles shows your bold. | 
location's current magical alignment. 
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WAVERIDER 


Sorbet 


As cool as a lake in the winter 


and as strong as a river 
after the thaw, Sorbet 
is skilled in water 


magic. And if her ability to 
flood the environment does- 
n't knock you off your feet, 
her wit and intelligence will. 


/ GROUNDED BATTLER 
@ sn Mokka 
Heavy robot Mokka has a 
strong relationship with 
the ground. His earth 
magic gives him the abil- 
ity to shake up his sur- 
roundings and domi- 


nate water-magic 
opponents. 


WHAT'S YOUR STARSIGN? 


Brownie Brown has a reputation for 
making RPGs with colorful characters 
and humorous stories. We spoke with 
director Nobuyuki Inoue, along with 
background designer Koji Tsuda, 
about Brownie Brown and its latest 
effort. 


Nintendo Power: What is the story 
behind the name Brownie Brown? 
Nobuyuki Inoue: By naming the com- 
pany Brownie Brown, we hoped to 
show that we have the same strong 
work ethic as Brownies, the fairies of 
European folktales. 


NP: What is the company philosophy 
behind character creation? 

МЕ One way that we create characters 
is to use characteristics from every- 
day items. For example, if we were to 
design a character around a computer 
mouse, that character would have 
very quick moves, and would be a 
loyal and hard worker. There are two 
kinds of computer mice: analog 


NINTENDO POWER 


rolling-ball mice and optical mice. The 
rolling-ball style is outdated. No one 
likes it anymore. There might be 
crates of unsold rolling-ball mice sit- 
tingin a warehouse somewhere. 
When! think about things like that, 1 
feel an affinity for the object and can 
conceive of a character based on its 
attributes, with its own story. 


NP: What makes a Brownie Brown 
game different from other RPGs? 

NI: There are many unusual creatures 
in our games, but they are all loveable 
in their own way. | want to create 
games that generate good will, for 
players to have a lot of different expe- 
riences, and to have good feelings 
about the game once the adventure is 
over. 


NP: How would you describe the 
humor in Magical Starsign? 

NI: I think that humor has the power to 
turn a bad situation into a good one. 
When feel like I'm having bad luck, 


Light and dark magic are unique; 
their h is not affected by 
relationship of the planets, | 
magic is stronger ir 
the daylight 
hot ind 
dark magic 
dominates at 
night. When you stay at 
in inn, you can choo 
check out in the morning to giv 
your light-magic character an ac 
tage, or in the evening to give your 
haracter the edge, but 
at other times you have littl 
over the magic matchups. 5 
es you have to power through 
ha slight d 


that your decisions during battle 


antage and h 
ји to triumph. Late in the 


оц are gi more choices memt yf the р 


that let you де ind health-regenerat 

about the tyr 
turn-ba 1 affair 

The characters in the front 
dish out physical attacks 
e in the back 

1 enemies. 

The та 


cast by characters in the impact 


front row can hit one ene age that it caus 


ic users in the back r li effect that n ally 
not able to reach their enemie In most battles the additic effort 


physical attacks, but their offensiv has only a small impact on the out 


such as having to stop at a red light for 
five intersections in a row, | can turn 
that around to a more comfortable 
feeling if I make a joke about it. The 
sense of humor in Magical Starsign is 
not one that makes fun of others. It 
comes from unusual situations that 
you find yourself in and lets you laugh 
at your predicament. 


NP: What other new concepts did you 
explore for Magical Starsign? 

Nk Amigo mode is a unique system 
that allows players to play side by 
side. | would like people to know that 
their partners in the game are reliable 
but that their friends in the real world 
are reliable, too. It's easy to connect 


NP: How did you decide how to make 
use of the DS's features? 

Ni: We put a lot of thought into 
how we would use the two 
Screens. Having someone 
move their eyes vertically 


v 
isthe best way to express ! 
that an object is very large. It 

also adds depth to the scenes. By 
making the magic-attack animations 
jump upto the top sceen, 

we can suggest distance 

between the characters e 


onthe bottom screen in 
an intuitive way. 


come, but in close batt 
just enough to put your side over the 
tol 


may be 


power extend: nd bat- 


Your party members can cause 


environment-chan; ents 
through their magic specialties. For 
mple, early in the 


dventure， 
ind-magic specialist Lassi uses her 
abilitie 


to turn Ydmill that gen- 


erates the electricity needed to 
unlock electric c 
Mokka si 


another place 


ors. Earth-magic 

ground in 
ап enem considering 
your characte you'll know 
the right actions 


Dual-Screen Discovery 
Brownie Brown has та! 
its first DS effort. Во 

two screens tall 


> the most of 
battles are 
and creatures tower 
over your party. The environment 
shines when viewed with two screens, 
and cut-scenes unfold with bold, ver 
tical images. 

Though you can guide the mem 
bers of your party by using the Con 
trol Pad or the four face buttons, you 
can also play through the entire 
game via touch control. For explo: 
ration, you tap the screen with your 


stylus at the place where you want 
your party 


environment, th 


go. If you're in an open 


lus will act as a 


with other people when you're playing 
an online game, but for local wireless 
play with a portable game, you need 
to find a friend who 15 playing the 
same game. | want players to appreci- 
ate the extra effort that they have 
taken and to enjoy the fact that they 
have a friend who likes the same 
game. When you're playing in the 
same room as someone else, you 
share game strategies and also have 
conversations about other subjects. 
It's a bonding experience. 


NP: How do you expect players to pre- 
pare or to change strategies based on 
planetary alignment? 

НЬ Each character has his own 
guardian planet. There are five 
guardian planets and two special 
magic affiliations. The universe of 
Magical Starsign is divided into five 
different areas around the sun. When 
the sun's light is directed at an area 
that is occupied by a character's 
guardian planet, that character's 


carrot at the end of a stick, and yo 
party wil intil it runs into an 
acle or you lift the stylus from 
If you tap a non-pl. 
ter with the stylus, your party 
МК up to that character and 
2 in a conversation. Once you 


magical power gains strength. If you 
are lucky, all of your characters will 
have fortuitous planetary alignments 
and more magical strength. If you are 
not, none of them will. 

Magic cast by a character whose 
guardian planet is the water planet 
has power over those associated with 
the fire planet. When you have battles 
on the fire planet, you should fight 
when the sun is shining in the direc- 
tion of the water planet. If the planet 
is not in the right alignment, you can 
use magic to move planets as you 
want them. Strategies can develop 
from this. You can have your charac- 
ters with advantageous magic affilia- 
tions lead the fight while your other 
characters concentrate on using 
magic to move the planets. Battle 
strategies will continue to evolve. It's 
important that you continue to pay 
attention to the planets' locations. 


NP: How do you describe the art style 
of Magical Starsign's environments? 


A few hours into the game, you'll have a team of three. Later, the group will 


build to a total of six adventurers. 


Кой Tsuda: My task is to create art- 
work that is accessible and easy to 
understand. The style of Magical 
Starsign is flat compared to that of 
our other games, but there are a lot of 
interesting shapes and curves. I paid a 
lot of attention to the differences in 
culture and style for each planet: The 
soil planet is rough, the water planet 
issmooth. For the rockets in the 
beginning of the game, | wanted to 
usea retro look. Images from Jules 
Verne novels gave me inspiration. For 
rockets that show up later in the game 
story, I originally came up with a sim- 
pler design, like that of an old manga, 
and after many iterations they took 
shape. А lot of different rocket designs 
can be seen on the soil planet. 


NP: What is your inspiration for 
Magical Starsign's stories? 

НЬ I've been influenced by many dif- 
ferent novels and films, Some prophe- 
cies and mythologies, such as Mayan 
mythology, have also influenced me. 


I'm especially intrigued by stories 
about the sun's power diminishing. 
When I was in elementary school, the 
prophecies of Nostradamus became 
very popular in Japan. That made me 
think about the end of the world. It 
influenced me a lot. Since I'd really 
like to go into space, ! chose space 
travel for this title. | think about that 
kind of thing all day. If 1 look back at 
my sources of inspiration, they even- 
tually lead to illustrated reference 
books that | read when | was young. 
Even now, ! would like to watch the 
great red spot of Jupiter in close dis- 
tance or reserve an astronomical 
observatory in Hawaii for a day. 


NP: Is there anything else that you 
would like to add about Magical 
Starsign? 

Ni: However desperate your situation 
is, magic can solve it. What is magic? 
You can find it in this game. Enjoy! 
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Cut scenes, such as the ones that show the heroes hopping from one planet to 


the next, are presented on both screens with cartoon quality. 


At the beginning of each battle, a 
chart shows which elements are 
strongest. 


get the hang of directing your party 


thro 


3h the environment (which 


doesn't take long), you can zip 


through areas, and get to the battles 


much faster than you would with the 
Control Pad method 

Sir 
are a snap. On each character's turn, 
a ring menu loaded with options fo: 


arly, touch-controlled battles 


that character appears. You simply 
tap the icon for the action you want 


the character to carry out. If you 


choose to attack a single foe, after 
you select the attack 


cal attack or magic spell), you tap 


ethod (physi 


the enemy then watch the attack 


unfold, usually with extra-flash 


gloriously satisfying results. If you: 


character is in the back row of your 


allied configuration, his m 


will target every enemy. After you 


select the spell, ded oval will 


ap 
Tapping the oval commences the 


around all of the enemies 


attack, 


You mi not think it possible to 


control all of the functions in an RPG 


with simple touch-control methods. 
E 


the coi 


Jt you don't have to think about 


ntrol methods when you're 


playing Magical Starsign. The 


practically transparent. That gives 
you more of a chance to immerse 
urself in the story and the battle 
at hand, and to develop attack 
strategies rather than concern your 


Ки 


th controller issues. 


Life Imitates Art 


Just as the game story follows 


six fic 


tional friends throug! 


nemy-packed 


locations, six Magical rsign play- 


5 can link up in A Dungeo 


mode and explore the game world, 


competing to see which fighter can 


win the most battles within a set 


time 


on selection 15 limited to 


places that all linking players have 


visited already in their singl 
зге, and each player can 
acters in his 


-pl 


е from the с 


single-player game's party. 


Tag mode is another multiplayer 


option. It 


functions similar 


mode in Nintend 


or Riva е 


Metroid Prime Hunters. W 


г game to Tag mode then close 
your DS, the unit will searc 


with M 


exchange information and a letter 
(written on stat 


tion that your sir 


rrently explorin 


or both an item and ап € 


т eventually, 


ne of 


playable egg 


orful, and entert. 


that only Brownie Brown can 


nformation as it is 
revealed leading up to its October 


23rd lau 
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у >> Create Your Own Magical Типе!! 
+ Purchase land and furniture to expand your farming empire! 


-» Play as a girl or as a boy! 
> Plant crops, raise livestock, dig for gems or just fish! 


+ Unlock hidden multiplayer mini games! 
Beat your farming rival in the fields and at the festivals! 
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Nobody likes a cheater. Except us. 


Time 


INI 


Koopa king. 


Even giant mutant freaks can use 
some support now and then, 
so power up your monsters 
and unlock all of the game's 
features with these codes. At 
the title screen, press L and 
Rto make the code-entry 
Screen appear, then use the 
Control Pad or Control Stick 
to change the digits, and 4 
press A to activate the 
desired code. 


It’s Bro 


With Luigi at your side and all the lives you 
need, you'll have no trouble stomping the 


Monster Mash 


Unlock All Cities: 
271828 

Single-Hit Destruction: 
071767 


Autoplay (CPU plays 
through all levels): 


082864 
Quick Autoplay 
(СРИ skips through 
all levels): 
874098 
Invincibility: 


986960 


Unlock All Monsters 
and All Cities: 


141421 


Obtain All Ability 
Upgrades: 


011235 

Show Intro Movie: 
667300 
Show Ending Movie: 


667301 


Show Credits: 
667302 


King of the Road 


Unleash your need for speed—and loads of bonus con- 
tent—by revving up with these high-octane cheats. To 
use them (with the exception of the Hard Story Mode 
code), go to the Options menu and select Cheat Codes, 
then enter the code of your choice and press A. You'll 
hear a double-beep sound if the code is accepted. 


Dangerous Games 


Wanna test your mutant abilities, bub? Then give the Х- 
Men a Danger Room workout by entering the following 
codes (using either the Control Pad or the Control Stick) 

in the Cerebro Files menu to unlock a training session for 
each character. 


Nightcrawler: 


IMSPEED | R4MONE 


Up, up, down, down, left, right, left, right, Start 


: 1 Ісетап: 
Right, right, left, left, down, ир, down, up, Start 


“= 


VROoooM $S ~ 


Wolverine: _ 
Down, down, ир, up, right, left, right, left, Start 


Grandstand Plays 


If you need a home-field advantage or just want to inject 
some zaniness into America's favorite pastime, use these 
codes by selecting My 2K6 at the main menu, then 
choosing Enter Cheat Code. Input the desired cheat and 
press Start; note that the codes are case-sensitive. You'll 
receive a confirmation message if you enter the cheat 
properly, and you can turn code effects on and off in the 
My Cheats menu. 
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Unlock Almost Everything: Unlock Topps 
Derek Jeter 2K Stars Team: 
Create a new profile with the name Obtain all purchasable uniforms, stadiums, Dream Team 


; CHMPION teams, arcade games, and cheats. 
Bouncy Ball: 
TRGTEXC Crazy Hops 
Balls will spring off the ground a lot higher 
than normal. 


IF900HP 


Rocket Arms: 
Gotcha WS 
Every fielder’s throwing power will be enhanced. Super Pitches: 
Unhittable 


Super Wall Climb: Pitches will curve and 


Last Chance break in dramatic 
Fielders will be able to scale any wall. fashion. 


TIME TO TRADE? 
gama, 


We understand. 


That's why we've created 
the ultimate neighborhood 
gaming store where you can 
trade in and trade up! 


BEST DEAL ON TRADES 
IT'S A GUARANTEE 


TRY BEFORE YOU BUY 
ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 


LARGEST SELECTION 
OF NEW, USED AND CLASSIC 
GAMES AND CONSOLES 


WELL FIND IT FOR YOU 
ORDER ANY HARD TO FIND 
GAME AND WE'LL TRACK IT 
DOWN FOR YOU 


Hit «Рша for a store near you. 


POINT 


COUNTER 


POINT 


Which new character 


will dominate Super 
Smash Bros. Brawl? 


Natural-born nemeses Chris Hoffman and Pete 
Michaud each pick a champion-Snake for Chris, Pit 
for Pete—and square off in a no-words-barred brawl. 


CHRIS H: Let me start out this friendly dis 
cussion by saying that 1 can't wait to play as 
Snake, strap plastic explosives to Pit, and 
blow him out of the sky. Assuming that 
move is in the game. 


PETE М: That's just ridiculous. Everyone 
knows snakes can't fly. Pit is going to own 
everyone, including Snake, when Super 
Smash Bros. Brawl makes its appearance 
next year. Besides, you don't even know if 
he has that move. For all we know, бпаке 
be running around in a cardboard box for 
half the match. 


CHRIS Н: It takes a special kind of charac- 
ter to make a cardboard box seem badass. 
Do you know what Solid Snake did in the 
Brawl preview? He talked on a codec and he 
came out of a cardboard box, and he still 
stole the show. Because he's Snake, and 
that's all he needs to do, 


PETE M: You know, | have to admit, Snake's 
entrance was indeed entertaining. 
However, seeing a fully rendered Pit was 
enough to unite every fan boy in the world. 
You have no idea what this means to us. 
Welcome home, Pit! 


CHRIS H: Yeah, it took him long enough. 
Just don't get too attached to him. If Snake 
has a fraction of his arsenal available to 
him іп Brawl, Ри won't be long for this 
world. Maybe Snake will bring his Stinger 
missile launcher—that's the end for Pit. 
Feathers everywhere. Or maybe Snake'll 
get to use his PSGI sniper rifle, or Claymore 
mines, ог stun grenades . . . there are so 
many cool possibilities. And Pit has what? 


PETE M: Obviously Pit will have his sacred 
Bow of Palutena, which could let him shoot 
magical arrows, and don't be too surprised 
if they have homing capabilities. What's 
more, it appears that he can break down his 


“It takes a 
special kind 
of character 
tomakea 
cardboard 
box seem 
badass.” 


тя —Chris H. 
< 


“yd like to 
see a level 
complete 
with 
Eggplant 
Wizards and 
Greek 
mythology 
everywhere.” 


“Wanna run that by me again about snakes not 
being able to Ну?” 


bow to form blades for use in close- 
range attacks-think a flying Prince of 
Persia. By the way, Snake is starting to 
resemble an old man rather than a 
tough-as-nails soldier. Maybe he should 
cut back on the cigarettes. 


CHRIS Н: Snake's a man; Pit's a kid. 
Remember that when old man Snake 
starts snapping necks like Slim Jims. 
Anyway, enough speculation about their 
abilities. What makes Snake's inclusion 
even more exciting is that it might mean 
we're opening the door for the likes of 
Sonic, Mega Man, Viewtiful Joe, and lots 
of other characters who, you know, have 


actually starred in games in the last 
decade. 


PETE M: Pit may be a kid, but his 5 s 
is older than Snake's. Plus, Pit never had 
box art starring a cartoon Don Johnson 
look-alike. Jokes aside, | would love to 
see a few more old game characters 


make it in too. Personally, I'd rather see 
Simon Belmont in there, instead of 
Snake. Just keep Raiden (Metal Gear 
Solid 2) away from my favorite game. 
OK, Konami? 


CHRIS H: Knowing you, you're hoping 
for pilot Simon from Captain N. Then he 
and Pit can perform a double-team 
move where they shame themselves to 
death. Seems like you just can't get past 


the fact that Pit never made it to the big 
leagues. But if you want to talk about 
something big, how about the news that 
Hideo Kojima, Snake's creator, is design- 
ing Snake's level in Brawl? Snake's inclu- 
Sion means we're not only getting one of 
the best characters in gaming, but one 
of the best developers as well. 


PETE M: There's so much nonsense 
here, | don't even know where to begin. I 
want Simon, the original Vampire Hunter; 
not some lame pilot from a cartoon. 
You're right; Pit never did make it to the 
so-called “big leagues.” That's only 
because Nintendo has so many franchises, 
he got lost over the years. That doesn't 
mean we won't be seeing more Kid 


Icarus, now th 


at һе regaining popularity. 
Kojima's level should be good, but since 
Snake's getting a new level, I'm guessing 
Pit is too. I'd like to see a level complete 
with Eggplant Wizards and Greek 

mythology every 


CHRIS H: You're correct about one 
thing: Kojima's level will be fantastic, 
and it’s great that Snake will be able to 
prove his superiority by beating up Pit 
and company. But I think we'll just have 
to settle this in soldier-versus-angel 
combat when the game comes out. 


PETE M: And after | destroy you, | can't 
wait to hear the colonel say, 
“SNAAAAAAAAAAAAAAAKE 


— —[ 


“Ym gonna make you climb back in the box! Yeah, 


you heard me!” 
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SOMEWHERE 
BETTER. 


Welcome to the new Mushroom 
Kingdom. Where a special mushroom 
makes you bigger. A warp pipe 

takes you somewhere better. And 
you can play Mario versus Luigi 

in multiplayer mode. It’s an 
all-new Super Mario Bros? 

game. This only happens 

on Nintendo DS. 


Comic Mischief 


NNTENDOD)S. 


REVISITING THE CLASSICS 


PLAY 


ONE BEEFY PIROSHKI 


Karnov remains the most beloved circus freak ever. 


PLATFORMS: NES, C64, ARCADE 
DEVELOPER: DATA EAST 

PUBLISHER: DATA EAST 

RELEASE DATE: 1988 

COVERED IN ISSUE: 12 

AWESOMENESS OF THEME SONG: INFINITE 


Mike to think Karnov played a small 
role in ending the Cold War. At a time 
when most Russian characters were 
depicted as menacing gangsters and 
shady KGB operatives (Rush'n Attack, 
anyone?), gamers of the 806 came to 
identify with a lovable Soviet lug: a for- 
mer circus strongman on a mission to 
save his people. 

In typical video game fashion, the lit- 
tle village of Creamina came under 
attack from a greedy dragon who made 
off with the all-important Treasure of 
Babylon and left his lickspittle mon- 
sters behind to terrorize the townspeo: 
ple. Of course, only Jinborov Karnovski 
(mercifully shortened to Karnov), could 
find the evil serpent Ryu and return the 
treasure to its home. 

Though the storyline was par for the 
course, the game's odd charm made it 
special. Karnov challenged the notion 
that all the world's ills could be solved 
by running and jumping. Unlike other 
side-scrolling heroes of the era, he was 
a bit of a slouch at both those pur 
suits-although the game's box depicts 
him as lean and mean, the in-game art 
tells another story: one of an over- 
weight and slightly over-the-hill do- 
gooder. Just as nuclear radiation made 


Have a favorite classic game you'd like to 


see revisited? 


In the ‘90s, Karnov moonlighted as MC Hammer's stylis! кага Fara H 


teenage mutants out of plain ol’ turtles 
and a superhero out of a spider-bitten 
science whiz, perhaps the meltdown of 
Russian nuclear plant Chernobyl made 
a parachute-pants-wearing bald fire- 
ball-shooter out of a garden-var 
brawny circus performer. Who needs 
naturally high jumps and fleet feet 
when you can collect items to give 
those skills, plus build ladders to reach 


ty 


you 


high places, don glasses to see hidden 
items, bear a shield to repel enemy 
attacks, and drop a device to destroy all 
enemies onscreen? 

Having debuted just a few months 
after beloved classics Castlevania and 
The Legend of Zelda, Karnov was not 
without its detractors. Some gamers 
criticized it for failing to follow through 
with the plot put forth in the game 
manual (and never addressed in the 
game itself, even at the conclusion of 
the final boss battle). Others point to its 
clunky item-selection system as its 
downfall—pickups appeared in an 
inventory bar at the bottom of the 
screen, and any time you pressed left 
or right to move Karnov, the selector 
moved one space in that direction 


automatically, making it challenging 
keep Karnov alive while positioning 


Send us your requests—we'll consider them for a future installment of Playback. 


pulse@nintendopower.com 
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in The Land of the 


him for item use and choosing the 
appropriate item. 

Fortunately, a few moronskis with 
their babushkas on too tight can't spoil 
the party. What they miss is that this 
game needs a plot like Karnov needs a 
shirt; the sweaty goodness of Karnov's 
mustachioed craw is enough to satisfy. 
And though it might confound Rasputin 
himself, the item-selection feature was 
one of the most forward-looking fea- 
tures in any 8-bit side-scroller. (And a 
simple tap of the Start Button allowed 
you to pause the game to make your 
selection in your own sweet time.) 
From his greasy pate to his curl-icious 
booties, Karnov was pure entertain- 
ment and old-school fun. —CANDACE E. 


KARNOV'S CAMEOS 


After Mr. Karnovski's star turn in 
Karnov, he became Data East's de 
facto mascot. 


BAD DUDES 
(NES) -1990 


Karnov was more rotund than 
ever as the first level's boss in Bad 
Dudes (too many trips through 
the drive-through with the presi- 
dent?). He stayed true to his roots 
by grooving to a tune similar to 
theone in his namesake game. 


FIGHTER'S HISTORY 
(SNES, ARCADE) - 1994 


Karnov served as a boss and an 
unlockable playable character in 
this Street Fighter rip-off. 


FIGHTER'S HISTORY 
DYNAMITE/KARNOV'S 
REVENGE (NEO-GEO, ARCADE) 
-1994; (SATURN) - 1997 


Фр? Тас 
7) Karnov buffed ир 


ахан 


Rising Sun. 


For his last appearance as a bos: 
anda selectable character, 
Karnov gained a considerable 
amount of weight and flaunted a 
much wispier mustache. 


In-depth reviews of the latest games 
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A rule of thumb: if a. 
house looks like itcould 
swallow you whole, 

don't knock'on the door: 


From swoids:to:tadles, 
Summo. Night is yout 
one-stop weapon- 

Shopping center, 


A flight game with RPG |^ 
sensibilities we'll tell -f 
you how high Freedom 

Wings soars: 


27 Неа ing Spell à 
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SOLID AS 


feel worthwhile. You can spend 
hours building up an arsenal, even 
imbuing weapons with elemental 
attributes if you choose, or you can 
stick to just forging the essentials. 
Unfortunately, you can't experi- 
ment to come up with new 
weapons on your own, but it's still a 
nice alternative to the RPG norm. 
Make no mistake though; 
Summon Night isn't just about find- 
ing materials and forging ет all. 
There's a much deeper story at 
work. Even though you'll be limited 
to fighting tournament battles and 
trudging through the same dun- 
geon for the first few hours, as the 
game progresses you'll get to ven- 
ture across the seas to other towns 
and dungeons, which tell a twisting 


u 2°. 

раси Мола 
And although weapons can wear 
down and break, unlike in other 
games with similar systems, the 


STEEL 


SUMMON NIGHT: 


SWORDCRAFT STORY 


PLATFORM: GAME BOY ADVANCE 
PUBLISHER: ATLUS 

DEVELOPER: FLIGHT-PLAN 

ESRB: EVERYONE 10+ 


Summon Night: 
Swordcraft Story 
may not be the 
biggest, most revolu- 
tionary, or most chal- 
lenging RPG ever to hit 
the GBA, but what it lacks in some 
areas it makes up for with plenty of 
fun, variety, and solid gameplay. 
The adventure begins with a tour- 


nament in the city of Wystern to 
crown a new Craftlord—a protector 
of the realm. As the child of the late 
great Craftlord Shintetsu, it’s up to 
you, with the help of a magical 
Guardian Beast, to rise through the 
ranks and use both your combat 
skills and weapon-forging abilities 
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to outperform the competition and 
follow in your father’s footsteps. 
From the outset, Summon Night 
reveals its wealth of choices by let- 
ting you select either a male or a 
female character, and offering four 
different Guardian Beasts to 
accompany you. Though the eight 
combinations don't radically alter 
the game, they do change the dia- 
logue and give new dimensions to 


the story, plus your Guardian Beast 
determines the order in which you 
acquire magic spells. 

Summon Night also provides 
tons of variety through its weapon 
system. As an apprentice 
Craftknight, you make your own 
weapons rather than buy them. 
You'll automatically acquire new 
sword-making skills as the game 
progresses, but whether you spe- 
cialize in axes, spears, drills, or 
gauntlets as your secondary 
меароп--ог dabble in all four—is up 
to you. Since you have to find your 
own materials to create weapons, 
you have ample reason to explore 
every corner of the primary 
dungeon's 50 levels, and the 
rewards you receive from 
random battles always 


tale that explains the mysterious 
circumstances surrounding your 
father's demise. Surprisingly, the 
localization isn't as polished as I've 
come to expect from Atlus—a few 
plot points are slightly confusing you'll have no trouble finishing in 
but the story is enjoyable nonethe- less than 20 hours—but at least 
less. there are loads of extra challenges 
Of course, all the storytelling that unlock after the credits roll. 
and dungeon exploration wouldn't Atlus has already announced that 
mean much if it weren't built the sequel to Summon Night is 
around a good battle system; fortu- coming to North American GBAs 
nately the game's combat shines this fall; personally, | can't wait to 
like a fine blade. Taking a hint from see what happens next. —Curis H. 
Namcos Tales series, the battles in 
Summon Night are presented 
as 2-D, real-time action 
affairs. Unlike the Tales 
titles, however, you control 
only your single 
character in Summon 


weapon strength replenishes after 
each battle and maintenance never 
becomes a chore. 

On the downside, the game is 
shorter than the average RPG— 


Guardian Beast for 
using items or spells. 
The simplified system 
gives you full control 
over the combat, and 
allows you to focus on the 
perfectly tuned collision and 
the smooth action. You can even 
switch between weapons on 
the fly, allowing you to vary 
your tactics depending on 
the enemies you encounter. 


Evidently, forging we weapons 223 
causes ү: podu 


Sunny days, free time, 
long trips—summer is 
here. We asked the crew 
what they're playing 
during the long days. 


finally get caught up on 
all the big games from 
last year that I still 
haven't finished. Sonic 
Rush and Shadow the 
Hedgehog, I'm lookin’ at 
you. 


Summer always means 
a drought of new titles. 
So I'm playing mucho 
Brain Age sudoku, plus 
lots of 2P battles in New 
Super Mario Bros. 


ER — )ÁS 
Now that I’m sporting a 
DS Lite, Гт going to go 
back and try a few of the 
games I missed recently, 
particularly Phoenix 
Wright and the two 
Mario & Luigi games. 


Y'm all about the classics 
this summer. Right now, 
I'm playing EarthBound. 
After that, I'm gonna try 


4 to getall the way 
С through Wario Land for 


My mission for the sum- 
mer is to collect every 
Star Coin in New Super 
Mario Bros. Even after 
playing to the end, you 
get the feeling that there 
is plenty left to discover. 


STEVE THOMASON 

| i've got a massive back- 

| log of over 40 games 
that I need to finish 

! before the flood of DS 
and Wii titles hits this 
fall. Maybe ! can con- 
vince Scott to give me a 
sabbatical.... 


LESS THAN MEETS THE EYE 


SUPER ROBOT 
TAISEN: 
ORIGINAL 
GENERATION 


PLATFORM: GAME BOY ADVANCE 
PUBLISHER: ATLUS 

DEVELOPER: BANPRESTO 

ESRB: TEEN 


Asa huge fan of turn- 
based strategy games 
and а connoisseur of 
anything that involves 
giant robots, | 
approached Super 
Robot Taisen with no small amount 
of excitement. The series has a 
massive following in Japan, after 
all, and our first exposure to the 
game a few months ago hinted at 
some truly impressive depth. 
Unfortunately, despite a solid foun- 
dation, Original Generation suffers 
from too many missteps for the 
series’ North American debut to be 
considered an unqualified success. 
It's a solid effort, to be sure, but it 
falls well short of my supersized 
expectations. 

The depth we saw before 15 defi- 
nitely there in spades. Prior to bat- 
tle, the game presents you with a 
wealth of customization options— 
you can equip and modify each 
mech, upgrade their weapons, and 
even train your pilots to learn new 
skills. During a skirmish, there are 
terrain considerations to take into 


account; some units are more profi- 


cient in certain settings (such as 


water or space) than others; and 
when under attack, you can choose 
whether to defend, evade, or 
launch a counterstrike. But the 
impact of all that depth is weak- 
ened considerably when coupled 
with repetitive, largely uninspired 
missions. Your objectives rarely 
deviate from destroying all of the 


enemies on the battlefield or reach- 


ing a certain point on the map, and 
whereas the best in the genre fre- 
quently introduce new elements to 
keep things fresh, the surprises in 
Super Robot Taisen are few and far 
between. The game quickly grows 
stale as а result. It somehow man- 
ages to feel incredibly complex and 
remarkably simple at the same 
time. Compounding the problem is 
that some of the missions drag on 
for far too long. The game starts 
out really slow, and though it picks 
up alittle bit, it never became an 
obsession that kept me up into the 
wee hours like Final Fantasy Tactics 
or Advance Wars. 

The anime-inspired storyline, 
while almost ridiculously convolut- 
ed, is fairly interesting if you can 
keep track of 
all the names 
and 
acronyms 
they throw at 
you. The local- 
ization is solid 
and occasion- 
ally witty, and 
does a nice job 
of bringing out 
each character's 


personality (from the suave ladies’ 
man to the salty sea captain). 
Despite the heavy anime flavor, 
however, one of the series’ biggest 
strengths—bringing together 
licensed mechs from a variety of 
popular shows-is missing in this 
installment, and the original 
designs on tap aren't terribly mem- 
orable (though some of them do 
transform, which is always a plus). 
Perhaps they would have left a 
stronger impression had they 
boasted a bit more animation dur- 
ingthe battle scenes. As is, Original 
Generation looks pretty primitive. 
Hopefully the developers can 
make the necessary adjustments 
and deliver a true robot beatdown 
with the sequel, due this fall. In the 
meantime, Super Robot Taisen has 
enough gameplay to keep strategy- 
starved gamers occupied for even 
the longest summer road trip. Just 
don't expect it to keep you consis- 
tently engaged, at least not at the 
level of the genre's best. —SrEvE T. 


Why do anime characters 


always have to 


: апп 
their attacks?! ounce 
E : 
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BARNYARD GCN 


BARNYARD 
|RATING: 6.0 | 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: THQ 

DEVELOPER: BLUE TONGUE 

ESRB: EVERYONE 10+ 


Heifermania is runnin’ wild and deliv- 
ering a GTA-inspired open-world 
dynamic to the youngsters in ТНО5 
Barnyard. Of course, borrowing bikes 
replaces jacking cars, and the game 
never gets more violent than squirting 
coyotes with udder-fresh milk, but the 
continually expanding world provides 
ample opportunity for platforming, 
fetch quests, minigames, and explo- 
ration-based tasks. Though most of 
Barnyard's aspects are handled compe- 
tently (the notable exceptions being the 
tacked-on story and the frame rate), 
the only part I'd call fun is the unique 
take on golf; everything else—no matter 
whether | was launching chickens, rac- 
ing in the farmer's truck, or blasting 
cow-tippers with tomatoes-felt bland 
and lacked challenge. And while creat: 
ing a custom cow may be the best inno- 
vation to hit gaming this generation, 
why do male “cows” have udders? 
That's just disturbing. —CHRIS H. 


BARNYARD 
|RATING: 6.5 | 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: THQ 
DEVELOPER: HALFBRICK STUDIOS 
ESRB: EVERYONE 


Once you get past the fact that you're 
playing as a bull with an udder, there’s 
quite a bit to enjoy in Barnyard. The 
licensed movie game is really more a 
collection of minigames than a full title= 
you spend your time wandering around 
the farm and playing fun little chal- 
lenges for money, which you can spend 
on stuff to upgrade the barn. Between 
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minigames, you run errands for other 
animals; doing so unlocks new areas to 
explore—the errands keep the game 
moving, and the dialogue isn't bad at all. 
Unfortunately, the game is unexpectedly 
short—more errand missions would 
have helped extend the fun. The best 
part of the minigames is challenging 
your friends to beat your score, but the 
game doesn't do much to encourage 
that kind of play. Nonetheless, Barnyard 
should keep you happier than a pig in 
slop, at least for a while. —CHRIS S. 


MONSTER HOUSE 
|RATING: 5.5| 


PLATFORM: NINTENDO DS 
PUBLISHER: THQ 
DEVELOPER: A2M 
ESRB: EVERYONE 


The DS version of Monster House 
revives the age-old action of arcade 
Shoot-'em-up Smash TV, minus the 
mature content. You'll control one of 
three main characters from the flick as 
you move from room to room in top- 
down view, collecting power-ups and 
shooting everything that moves. The 
control scheme translates well to DS: 
the Control Pad (or the four buttons, for 
lefties) lets you move your character, 
and the touch screen is used for aiming 
and firing your water gun. There are 
variations on the formula- occasionally 
you must pump up your water gun on 
the touch screen to replenish your 
ammo, for instance. But for the most 
part, the gameplay emphasizes 
Monster House's biggest flaw: repeti 
tion. Rooms and enemies seem nearly 
identical from one to the next, so 
there's very little incentive to progress. 
In addition, Smash TV was best played 
in two-player mode-a feature that 
Monster House screams for, but lacks. 
—ANDY M. 


MILD TURBULENCE 


FREEDOM WINGS 
| RATING: 6.0 | 


PLATFORM: NINTENDO DS 
PUBLISHER: NATSUME 
DEVELOPER: BELUGA COMPUTER 
ESRB: EVERYONE 10+ 


in the game when you're up 
against multiple planes and try- 
ing to line up successful attack 
runs. 

Although Freedom Wings has 
its charms, it seems it could 
have used a little more time in 
the cooker. The game exhibits 
an overall lack of polish, most 
evident in its primitive Al and 
nearly unplayable multiplayer 
mode (due to poor frame rate). 
The pacing feels off as well— 
you'll often find yourself flying 
in dead air for far too long, only 
to be shot down unfairly a sec- 
ond later. Still, Freedom Wings 
has its fun moments, and it's 
just quirky enough to keep you 
wondering what lies around the 
next bend. —Амру M. 


After playing a few minutes of 
the disastrous Top Gun title for 
DS, you'll realize that the hand- 
held system is ripe for a decent 
flying sim. Sorry, aviators— 
though Freedom Wings looks 
the part, its story and gameplay 
resemble an RPG more than a 
traditional flight game. 
Freedom Wings starts you off as 
an inexperienced pilot in a 
world overrun by air pirates. It's 
up to you to liberate cities scat- 
tered throughout the game's 
open-ended world by fol- 
lowing quests and engag- 

ing in random dogfights. 
Though you're given the 

option to pilot your aircraft 
manually (a useless feature 

in the context of this game), + 
Freedom Wings focuses опа | — x 

Clever real-time autopilot L ا‎ 
System in which you select c) 
destinations by tapping the 
touch-screen map, and use 
slider bars to control altitude 
and speed. When an enemy 
vessel flies into your airspace, са 
it will show ир оп the тар, J 
and you must tap its icon 
quickly to lock on and begin an 
attack run. The control scheme 
may sound simplistic, but it 
becomes quite challenging later 
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MONSTER HOUSE 
| RATING: 6.5 | 


NINTENDO GAMECUBE 
PUBLISHER: THQ 

DEVELOPER: А2М 

ESRB: EVERYONE 10+ 


PLATFOR 


Though it’s not quite Resident Evil 
for the Е10+ set, THQ's m 
Monster House does provide a few 
2000 scares in the man-eating manor 
its title. Dark (but not to the point 
that you can't see where you're going) 


and creepy (but more inanimate: 


objects-coming-to-life weird than s 
ered-head macabre), the game 
switches between three separated 
friends (DJ, Jenny, and Chowder) as 
they attempt to escape the horrors of 
the house, Play starts in very simpli 


fied RE style, with the characters indi- 


vidually seeking keys and passages. In 
the early stages, the kids pump 
squirt-gun shots at galloping chairs 


and duck under flying books, but the 


-Solv 


focus is on light puz ‚and 
finding shiny objects. When the 


emphasis turns to battlin; 


groups of enemies, the game takes a 


turn for the worse, As soon as you 


engage a foe, you are locked into bat- 
tle with it until you defeat it (or it 
beats you). The lock-on feature lets 


you strafe while blasting, but it also 


n 


s that 


keeps you from battling more t 
one enemy at a time. The res 


other monsters can get in cheap 
shots. Save points are few and far 
between, 100, 50 it's brutal when 
you're nickel-and-dimed by your tar- 


get's little buddies deep into a level. A 


few encounters have you pressing 


randomly selected buttons w 
matching button icons appear on the 
screen. Failure means instant death 


for your character, so the designers 


were being merciful when they placed 
most of those instances immedia 


MONSTER HOUSE G&A 


t credits for a 
bor Je-scroller called Thou Art 

think Castlevania with Rygar à 
the controllable character. It’s such а 


imple and nostalgic extra that retro 
loving players are likely to enjoy it a' 
much as, or more than, the main 


adventure GEORGE 5. 


MONSTER HOUSE 


PLATFORM: GAME BOY ADVANCE 
PUBLISHER: THQ 
DEVELOPER: A2M 
ESRB: EVERYONE 


Imagine one terrifically long, 
Jrawn-out dungeon from The Legend 
f Zelda: A Link to the Past, then yank 

out enemy variety, cool weapons, and 


i constant sense of accomplishment 


That's kinda how Monster House f 
GBA is. Armed with squirt guns, Наз! 
lights, and bland dialogue, you must 
guide three mischievous neighbor 


hood brats through a haunted house 


nfested with walking televisions 

walking chairs, and, um, walking 
lamps. You explore the mansion room 
by room, occasionally performing 
Zelda-esque block puzzles and col 


lecting keys to open locked doors. The 
ame is too hard for its own good- 


Ith pickups and ir 


cated save spots slow 


crawl, and it takes far too 


nuch blasting to take dc 


vn even the 


weakest foe. Worst of all, there's nott 


ng really scary about the game-it 


prob. to convey the creep 


ia the G 


501 even 


but it seems like there 


much of an attempt in Mo 
House. —CHRIS S. 


ter 


"Is he a human; 
а beast; 


J = 


hi. 


or some 


jungle dude! ?” @ 


WHEN ANIME 


ATTACKS 


BATTLE B- 
ОАМАМ 
[| RATING: 6.5 | 


PLATFORM: GAME Воу ADVANCE 
PUBLISHER: ATLUS 

DEVELOPER: ТАКАВА. 

ESRB: EVERYONE 


Animated TV can be a mine- 
field of commercialism 
cially the shows that have 
direct plot-to-product tie-ins, 
such as Yu-Gi-Oh! with its col- 
lectible card game, and 
Beyblade with its line of toy 
tops and arenas. Similarly, 
Battle B-Daman's main pur- 
pose 15 to sell B-Daman toy 
sets that mirror those used by 
its heroes and villains. 
Knowing that, you can't help 
but think the game based on 
the show based on the toy may 
be a sloppy afterthought that 
values quick distribution over 
quality. Though Atlus's GBA 
version of Battle B-Daman 
does start on that shaky 
ground, її helps that the B- 
Daman toy set (a marble- 
launching game between two 
robotlike devices) translates 
well to the GBA format. Sliding 
your B-Daman sideways on one 
end of a rectangular arena, 
you scoop up ammunition, fire 
on your opponent, and trigger 
special attacks after you've 
accumulated enough B- 


Daspirit. A battle-hockey varia- 
tion has you firing on a trian- 
gular puck in the middle of the 
arena, victory often hinging on 
your ability to rotate your B- 
Daman and pull off bank shots. 
The matches embedded in the 
story-based adventure are 
suitably fun, but most are 
much too easy, even when 
wind and slippery field condi- 
tions present a new challenge. 
A B-Daman customizing fea- 
ture lets you change the look 
of your marble launcher, 
though your adjustments have 
little or no effect on how it per- 
forms in the field. Linear but 
well written, the story plays 
like a sequence of still-shot 
t-scenes with menus that 
shuttle you from one location 
to the next. Since you don't 
have to wander around, you 

t to the action quickly—just 
speak to characters (often the 
same character several times 
in a row) and wait for the fights 
to unfold. Though the adven- 
ture will take you just a few 
hours to complete, you can 
continue to battle for B-Daman 
parts long after its conclusion. 
Despite being part of a product- 
tie-in machine, Battle B- 
Daman does offer an above- 
average gameplay experience 
that makes it a worthy stand- 
alone game. —GEORGE 5. 


C 
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REEL VARIETY 


Games based on two summer mc vies (Cars and 
Pirates ofthe Caribbean: Dead Man's Ch ) enter 
the Archive this month, and each platform's | 
version offers a unique experience. The С С М 
version of Carsis a sandbox-style exploration 
game, while the GBA version is a straightfor- 


= : QC ера ЖОНЕ 
ward racer, and the DS iteration 15 à minigame 


compilation. The Pirates titles are both adven- 
tures, but the GBA game has RPG elements and 
the DS title is a 3-D slasher. Shiver me timbers 
that's a lot of gaming! 


SCORES REFLECT INDIVIDUAL REVIEWERS’ OPINIONS. 
INDICATES WI-FI COMPATIBLE 


NINTENDO GAMECUBE 


2006 FIFA Woro Cup 75 ELECTRONIC ARTS 104 Е 
AMERICAN CHOPPER 2: FULL THROTTLE — 5.0 ACTIVISION 01 Т 
BATTALION WARS 8.5 NINTENDO 197 I 
BRATI: ROCK ANGELZ N/A THQ % Е 
CABELA'S DANGEROUS HUNTS 2 25 Аспмвюн о T 
CABELA'S OUTDOOR ADVENTURES 65 Асимвюн 198 т 
CALL or Dury 2: BiG REO ONE 7.5 ACTIVISION о Т 
Cars 65 THO 106 Е 
CHAOS Fito 60 05 00 Е 
CHARLIE ANO THE CHOCOLATE FACTORY — 2.5 GLOBAL STAR 195 Е 
снвевово 8.0 NINTENDO 201 Но 
CHICKEN ити 6.0 Вин VISTA 198 Но» 
THE CHRONICLES OF NARNIA: THE LION, 

THE WITCH ANO THE WARDROBE 55 Виена Vista 199 1 
CRASH TAG TEAM RACING то Умно 198 Но: 
Curious GEORGE 70 Namco 22 Е 
DANCE DANCE REVOLUTION: MARIO MIX 7.5 NINTENDO 198 Е 
DORA THE EXPLORER: 

JOURNEY то THE PURPLE PLANET N/A Growat Star 198 Е 
FIFA Soccer 06 9.0 ELECTRONIC ARTS 197 Е 
FIFA Serer 2 7.0 ELECTRONIC ARTS 23 Е 
FIRE EMBLEM: PATH OF RADIANCE 95 NINTENDO 97 т 
FROGGER: ANCIENT SHADOW 55 KONAMI 197 Е 
FROM RUSSIA WITH Love 70 ELECTRONIC ARTS 199 T 
Geist 5.0 Мниноо 16 M 
бин 8.0, 8.5 ACTIVISION 199 M 
HARRY POTTER AND THE GOBLET OF FIRE 8.5 ELECTRONIC ARTS 199 Но" 
Harvest Моон: 

ANOTHER WONDERFUL LIFE 75 NATSUME Е 
HARVEST MOON: MAGICAL MELODY 9.0,9.5 NATSUME Е 
Нецо Ките ROLLER RESCUE 5.0 Namco Е 
Ice AGE 2: THE MELTDOWN 5.0 Vivendi 203 Ро 
THE INCREDIBLE Ник: 

ULTIMATE DESTRUCTION 85 Умінді 196 т 
THE INCREDIBLES 

RISE OF THE UNDERMINER 75 THQ 198 Бо 
KAO THE KANGAROO: ROUND 2 25 Аташ 203 Е 
KARAOKE REVOLUTION PARTY 8.0 KONAMI 199 Но» 
Kios Nexr Door 

OPERATION V..D.E.O.G.A.M.E N/A GLOBAL STAR 198 Е» 
160 STAR WARS 65 В005 98 Е 
MADDEN NFL 06 9.0,8.0 ELECTRONIC Авт ws Е 
MAJOR LEAGUE BASEBALL 2K6 7.0, 6.5,6.0 2K SPORTS Е 
MARIO Party 7 75 NINTENDO E 
MARIO SUPERSTAR BASEBALL 90 NINTENDO E 
MARK DAVIS: PRO BASS CHALLENGE 50 NATSUME Е 
MARVEL NEMESIS: 

RISE OF THE IMPERFECTS 7.0 ELECTRONIC ARTS 9001 
MEGA Ман X COLLECTION 85 Capcom 20 Е 
MIDWAY ARCADE TREASURES 3 65 Мома 197 E 
NAMCO 50TH ANNIVERSARY 

ARCADE COLLECTION 79 Мамсо 197 Но 
NARUTO: CLASH OF NINJA то Tomy/D3PA 203 Т 
NBA Live 06 5.5 ELECTRONIC ARTS 198 t 
NEED FOR SPEED: MOST WANTED 80 ELECTRONIC ARTS 199 Т 
NHL 06 85 ELECTRONIC ARIS 198 Бо» 
NICKTOONS: NICKTOONS UNITE! N/A THQ 198 t 
ОБАМА 8.5 | NINTENDO 203 Но» 
ONE Piece: GRANO BATTLE 65 — BANDA! 9007 
Over THE HEDGE 6.0 ACTIVISION 205 Но» 
PACMAN WORLO 3 то Мамо 199 E 
PETER JACKSON'S KING KONG 9.0 Usisorr жо Т 
POKÉMON XD: GALE ог DARKNESS 85 NINTENDO 197 E 
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REVIEWER NOTES 
na ra so омела u 


smelly lunatics like you 
Hmph! Not likely! 


PAPER MARIO: THE 
THOUSAND-YEAR DOOR 
Few games are genuinely 
funny, but the Mario RPGs 


have always been good for 


some laughs thanks to 
superb writing and an 
unabashed affinity for in- 
jokes. Paper Mario: The 
Thousand-Year Door is no 
exception, and it's a pretty 
darn good game to boot. The 
battle system is far more 
involving than in most RPGs, 
and the various paper 
mechanics (turning Mario 
sideways to squeeze 

between narrow gaps, turn 
ing him into a paper airplane 
to fly across wide chasms, 

etc.) do a great job of marry 
ing 


the gameplay to the visu 


al theme. A newly christened 


Player's Choice title, you can 
pick it up for just 20 bucks. 


STEVE Т. 


>MARIO & LUIGI: 
SUPERSTAR SAGA 


>KILLER7 

In 10 years, the seven of you 
who played Killer 7 will all be 
game journalists, and you'll 


write about how the shooter- 
adventure was the most bril- 
liant, most misunderstood title 
of the GCN era. And the rest of 
you will finally cave and have to 
pony up big bucks for a hard- 
to-find copy. But why wait? Play 
the most disturbing, most 


orienting GCN game now and 
ur membership to 


a very exclusive club. 


consider it 


-STEVEN G. 


>HARVEST MOON: 


MAGICAL MELODY 


PIRATES OF THE CARIBBEAN: 
DEAD MAN'S CHEST 


Buena Vista 


Рима OF Persia: Tue Two Тнкомь 9.0 0взот мо M 
RAMPAGE: TOTAL DESTRUCTION 65 — Miowar но 
Scoosy-Doo!: UNMASKED 75 THQ Е 
SHADOW тне HEDGENOG во 564 но, 
Sweex SuptesLAM М/А Activision но, 
Тик Sms 2 85 ELECTRONIC ARIS т 
Sonic Gems Couecnon 85 Stan 
Sow Riot о 5л 
SPARTAN: TOTAL WARRIOR 85 Ува 
SSX ON Tour 217722 
Sorte Mario Status 75 NINTENDO 
Tax: Tut Getar Juju CHALLENGE 85 тна ° t 
тин Ws бо Мао нө 
тимди MUTANT NINJA TURTLES 3 
MUTANT NIGHTMARE Ao — Konamı tio 
Tita Wooos PGA Tour 06 1722 t 
Tony HAWK'S AMERICAN WASTELAND 9.0 ACTIVISION т 
теме Своме: New Yous Си Bo Activision ı99 M 
Ty THE TASMANIA 
NIGHT OF тні QUINKAN 60 Activision 198 бо 
ULTIMATE SPIDER-MAN 90 — Activision 198 т 
уижтиу Jot: REO Но! Rumet 65 Самом 99 т 
Мово Staus oF Poxte 45 Activision сэ 
WWE: DAY OF RECKONING 2 во тна 197 т 
X-Men LEGENDS И 
Rist OF APOCALYP 75 Аспизюн т 
X-MEN: THE OFFICIAL GAME 65 ACTIVISION т 
Larch Вец!: Мамооо BATTLES 60 BANDA! T 

_ талан NINTENDO ae | 
2006 FIFA Woro Cur 70 ELECTRONIC ARTS 204 E 
ADVANCE WARS: DUAL STRIKE 95 NINTENDO 196 Е 
Ао оғ Empints: Int AGE OF KINGS 80 Маизо ЖЭ? 
Амам, CROSSING: Ицо Моно 95,85 NINTENDO %004 
BATTLES or PRINCE or PERSIA 65 | шин 200 Но 
Braves oF TnunDeR 2 15 — боммизон 21 Eo 
Batak Em Ай 70 03PA 206 Е 
—— N/A — ELECIRONICARIS 99 Е 
Bust-a-Move DS 75 Majesco 200 € 
Ою ЗЭ! 206 Е 
CASTLEVANIA: DAWN оғ Sorrow 9.0 Комаш 197 1 

онкиз OF NARNIA: THE Lion, 
ОН AND THE WARDROBE 70 Виена Vista 199 Бо 

Dic бов DIGGING STRIKE 70 Namco 98 € 
Dino Master 55 изо 05 Е 
Deacon BAL z 
SUPERSONIC WARRIORS 2 So Aam 199 Бо 
Deacon Booster 6.0 KONAMI 200 Е 
ELECTROPLANKTON 85 Мниноо 20 Е 
Eu Bowne 1 5 2 N/A юмток юо T 
FIFA Soccer 06 8.0 ELECTRONIC ARTS 198 E 
FIFA STREET 2 6.0 ELECTRONIC ARTS. 203 Е 
FINDING NEMO: ESCAPE TO THE BIG BLUE 5.0 THQ 202 Е 
Foro RAGING 3 N/A DESTINATION 98 Е 
FRANKLIN'S GREAT ADVENTURES 10. 
FRocGtR: Немет CHAOS 5о Konamı 196 Е 
бон Nuccer Casino DS 65 Машо зи | 
GOLDENEYE: ROGUE AGENT 6.0 ELECTRONIC ARTS 195 T 
бав HASTINGS TOURNAMENT 
PAINTBALL MAX D N/A ACTIVISION 201 Eio+ 
Guy беле Dust Sraikens 20 — Majtsco 204 T 
HARRY POTTER AND THE GOBLET оғ FIRE 8.0 ELECTRONIC ARTS. 199 E 
Hi Hi Pusey Атом: 
THE GENIE AND THE AMP 45 ОЗРА 206 Бог 
КЕ AGE 2: THE Мєноонн до Мимо 203 Е 
Tut INCREDIBLES: 
RISE OF THE UNDERMINER ss m 199 Бо 
Kim POSSIBLE: KIMMUNICATOR 6.0 BUENA VISTA 198 E 
Lost m Виме Bo Konami 197 но 
(от Маск 8.0,70 Usisort 204 Е 
LUNAR: DRAGON SONG ло Шево 197 бо 
Маооем NFL 06 80 ELECTRONIC ARTS. 196 Е 

СМЕТКА 80 NINTENDO 205 Е 

ıo Kart DS 9.0 NINTENDO 199 E 

RIO в LUIGI: PARTNERS IN TIME 9.0 NINTENDO 199 Е 

ду. NEMESIS: 
RISE OF THE IMPERFECTS 50 ELECTRONIC Arts 198 Но 
MEGA Ман BATTLE NETWORK 5 
Ооуви Team DS Capcom Е 
Метео Prime HUNTERS Nintendo т 
METROID Prime PINBALL Минтеноо Е 
Мин! RC RALLY SUMMITSOFT Е 
MonopoLr/BoGGLE/BATTLESMIP 7.0 ATARI Е 
NANOSTRAY &o Majesco E 
NEED FOR SPEED: MOST WANTED 6.0 ELECTRONIC ARTS. Е 
New Super MARIO BROS. 9.5,9.5,9.5,9.5 NINTENDO E 
NICKTOONS: NICKTOONS UNITE! N/A THQ E 
NivréNDOGS 85,80 Ммтеноо Е 
Over THE HEDGE 6.0 ACTIVISION Е 
Pac-Man Woo 3 зо Мамо Е 
Рас 'N ROLL 75 Namco Е 
PETER JACKSON'S KING KONG 35 уввовт т 
PHOENIX WRIGHT: ACE ATTORNEY о бром т 


Point BLANK 05 6.0 — NAMCO BANDA! 
Pokémon Тое 85 NINTENDO 22 t 
REAL TIME CONFLICT: SHOGUN EMPIRES — 7.0 — NAMCO 198 Ею» 
RESIDENT EVIL: DEADLY SILENCE 85 Capcom ю М 
Тн Rus RABBITSL 8.0 5а 201 Т 
SBK: SNOWBOARD KIDS 75 Anus 199 Е 
SEGA CASINO 6.0 — StGA 199 T 
SHREK SUPERSLAM N/A Activision. 199 Рон 
The Sims 2 5.5 ELECTRONIC ARTS 199 Бо» 
SN000 2: Он VACATION N/A Destination 199 € 
Sonic RusH 9.0 SEGA 199 Е 
SPACE INVADERS REVOLUTION 40 Мати % Е 
SPONGEBOB SQUAREPANTS: 

THE YELLOW AVENGER 35 THQ Е 
SPYRO: SHADOW LEGACY 65 Муно t 
Super BLACK BASS FISHING 4S Мајко Е 
Super MONKEY BALL: TOUCH в ROLL 6.5, 7.5 SEGA Е 
SUPER PRINCESS PEACH 7.5 NINTENDO E 
TAK: THE GREAT JUJU CHALLENGE 75 THQ Е 
TAMAGOTCHI CONNECTION: CORNER SHOP 5.0 BANDAI 201 Е 
Tao's ADVENTURE 

CURSE OF THE DEMON SEAL 6.0 KONAMI 203 Е 
TEENAGE MUTANT NINJA TURTLES 3 

MUTANT NIGHTMARE 6.0 — KONAMI 198 

Teres 05 95 | NINTENDO 203 

Texas Hoio “Em Poxre 05 3 Majesco 198 

Texas Horo "Ем Poxte PACK 17157722 

Том CLANCY'S RAINBOW Six: LOCKOOWN 60 — UnisoIT 

Tony HAWK'S AMERICAN SKBLAND 8.0 Аспмвюн % Е 
Тор бин 40 — Мати 202 Бо 
Тор Spin 2 60 2KGAMIS 20 Е 
Tract MEMORY 8.5 NINTENDO 197 Т 
TRAUMA CENTER: UNDER THE KNIFE 90 Anus 198 т 
Теше Swin бом 8.0 NINTENDO 201 t 
ULTIMATE SPIDER-MAN 65 Аспмвон 198 Но 
Viewritut Jot: DOUBLE Твоуви 70 CAPCOM 198 1 
WHACA-Mott N/A Activision VALUE % E 
WORMS: OPEN WARFARE 70 тно 2 по 
X-MEN: THE OFFICIAL GAME 70 Activision 205 Бон 
Yo-Gi Ont 

NIGHTMARE TROUBADO 80 KONAMI w6 Е 
100 Tycoon DS 75 THQ 197 E 
2006 FIFA Мощо Cup 7.5 ELECTRONIC ARIS сэ 
Atomic BETTY N/A Namco 198 Е 
АУ Фило Frenzy N/A Majesco 199 Е 
27111722 N/A THE GAME Factory 06 t 
BACKYARD BASEBALL 2007 35 Али за 1 
ÜACKYARD FOOTBALL 2006 N/A Али % Е 
BACKYARD SKATEBOARDING N/A Амт 198 E 
BARBIE AND тне MAGIC OF PEGASUS N/A — Үмінді 97 Е 
THE BERENSTAIN BEARS 

ANO THE SPOOKY Oto TREE N/A Мамо 197 Е 
THE BIBLE GAME N/A Crave 197 Е 
Bic MUTHA TRUCKERS N/A DESTINATION 199 Но: 
BIONICLE: MAZE OF SHADOWS N/A mQ 198 Е 
BOARD GAME CLASSICS N/A DESTINATION 197 t 
Bearz: Rock ANGELL N/A тнд 198 E 
CABUAGE PATCH KIDS 

THE PATCH Puppy RESCUE N D3PA 204 f 
Canov LAND /CHUTIS в LADDERS/ 

Memory N/A DESTINATION 200 Е 
CARE BEARS: CARE QUEST N/A THE Game Factory 200 к 
Cars 65 m 26 E 
CASTLEVANIA: HARMONY OF DISSONANCE/ 

ARIA OF SORROW DOUBLE PACK 9.0 KONAMI 202 T 
сай 22722 204 Е 
CENTIPEDE COMPILATION 5.0 DESTINATION 197 € 
CHARLIE AND THE CHOCOLATE FACTORY — 3.5 GLOBAL STAR ws t 
Chicken ите N/A Buena Vista 198 Е 
CHICKEN SHOOT N/A DESTINATION 198 Бо? 
THE CHRONICLES OF NARNIA: THE LION, 

THE WITCH AND THE WARDROBE N/A Buena Vista t 
CONNECT FOUR COMPILATION 5.0 DESTINATION Е 
Curious GEORGE 70 Мамо Е 
DANNY PHANTOM: THE ULTIMATE ENEMY N/A THQ 97 Е 
ОК: KING ог SWING 80 NINTENDO % Е 
Doc? N/A уввовт % Е 
Donkey KONG COUNTRY 3 8.0 NINTENDO 9800Ж 
Dr. MARIO в PUZZLE LEAGUE 7.0 NINTENDO % t 
Dr, Suboku 60 — MASTIFF Ё 
DRAGON BALL: ADVANCED ADVENTURE 70 ATAR но: 
DRAGON BALL СТ 

TRANSFORMATION 55 Аш 196 Ето“ 
баш Dozer 9.0 NINTENDO 201 Е 
1220 55 тәгі 1 т 
Duet Masters: 

SHADOW OF THE CODE 55 ATARI 198 Е 
DYNASTY WARRIORS ADVANCE 7.0 NINTENDO 196 Eros 
Eur BOWLING 18 2 N/A кмтон 200 Т 
EVERGIRL N/A THQ 198 Е 
THE FAIRLY ODOPARENTS! 

CLASH WITH THE ANTI-WORLO N/A THQ 199 Е 
FIFA Soccer 06 7.0 ELECTRONIC ARTS 198 Е 
FINAL FANTASY IV ADVANCE 9.0 NINTENDO 200 Но» 


>SWORD ОЕ МАМА 


No matter whether | won ог 
r felt like | was in 
control when | was playing 


t, | nev 


Odama. Pinball games are built 
on an element of randomness, 
and combining that with some 
thing that should be as precise 
as military strategy just doesn't 
work for me. Interesting 
rewards await gamers who 
make it to the end, but for me it 
wasn't worth the frustration to 
get there, —Снењ H. 


>ВАТЕМ KAITOS 


There are quite a few things to 
like about Cars, but it takes a 
while to find them due to a vari- 
ety of issues with the overworld. 
First, as Andy noted in his review 
last month, the map system defi- 
nitely has some issues. Also, the 
overworld is really big and has 
few landmarks, so you end up 
driving in circles quite a bit, which 
gets frustrating quickly. The rac- 
ing in Cars has plenty of high- 
lights, but it's hard to have fun if 
you can't find the track. —cunis 5. 


FORD RACING 3 
FRANKLIN THE TURTLE 

THE GAME оғ ын /YaHTZEE/PAYOAY 
GARFIELD АНО His NINE Lives 
GARFIELD: THE SEARCH FoR Рооку 
GAUNTLET COMPILATION 


GREG HASTINGS’ TOURNAMENT 
PAINTBALL Maxo 


GUMBY VS. THE А: 
GUNSTAR SUPER HEROES 
Haney POTTER ANO THE GOBLET оғ Fige 


Harvest Moon: MORE FRIENDS 
ов MiNEGAL Town 


ROBOTS 


Нещо Ките: Happy Pagry PALS 
Hi Hi Риғғт Амттимі: KAINAPPED! 
КЕ Асе 2: THE MELTDOWN 


THE INCREDIBLES: 
RISE OF THE UNDERMINER: 


James Pono Соо 


маме Ro! 


JUKA ANO THE MONOPHONIC 
MENACE 


22 


Кім POSSIBLE ШЕ TEAM POSSIBLE 
KLAX COMPILATION 


Кома Ввотневз: OUTBACK Aove 
KONG: KING OF ATLANTIS 
KONG: THE BTH WONDER оғ THE WoRLO 


URES 


THE LAND BEFORE Time 
INTO THE MYSTERIOUS BEYOND 


1815 Riot! Decames 
ийн MCGUIRE 3 

MADAGASCAR: OPERATION PENGUIN 
MADDEN NFL 06 

Majesco's Spots Pack 

Маш Tennis: POWER Tour 


MEGA MAN BATTLE NETWORK 6 
CYBLAST GREGAR в CYBEAST FALZAR 


MEGA MAN ZERO 4 
ми 
Miss Sprote’s Harvest Тиме Hop в Fir 


NAMCO MUSEUM SOTH ANNIVERSARY 
ARCADE COLLECTION 


ок COMPILATION 


NARUTO: Ninja COUNCIL 
Neto roe Serro: Most WANTED 


NICKTOONS: NICKTOONS ни! 


Tut NIGHTMARE BEFORE 
Социвтмдз: THE PUMPKIN KING 


Ом Риа 
Ortanıon/Moust TRAP/SIMON 
Over ти Hoot 

Pac-Man Мон 2 

PAPERBOY COMPILATION 
Paws в CLAWS RESORT 


PIRATES OF THE CARIBBEAN: 
Dean MAN'S CHEST 


Роскет Docs 
PONG COMPILATION 

POWER RANGERS: S.PD. 

Tut Peouo FAMILY 

REBELSTAR: TACTICAL COMMAND 
Ric ROOM CHALLENGE 

Risk COMPILATION 

JLE JR. COMPILATION 


SHAMAN KING. 
MASTER OF SPIRITS 2 


Scans 


SHREK SuPtesLAM 
SIGMA STAR SAGA 

Tut SIMS 2 

Sky DANCERS. 

5нооо 2: Он VACATION 

Spy HUNTER COMPILATION 

SRS: STREET RACING SYNDICATE 
Supoxu Fever 

500084 МАМА 

Так: THE GREAT Juju CHALLENGE 
TALES оғ PHANTASIA 

Teen TITANS 


TEENAGE MUTANT NINJA TURTLES 
Dover Pack 


Томи HAWX $ AMERICAN SKBLAND 
Tor Spin 2 

Toray Spies! 

Tue Tower SP 

Trınso 

Trouz: HAIR AFFAIR 
ULTIMATE ARCADE GAMES 
ULTIMATE SPIDER-MAN 

The Wio 

WATCH. 

X-Men: THE OFFICIAL GAME 
Yu-Gi-OH! GX Dott ACADEMY 


Yu-Gi-OH! ULTIMATE MASTERS —WORLO 
CHAMPIONSHIP TOURNAMENT 2006 


Латон Beut!: ELECTRIC ARENA 
1000 


DESTINATION 198 E 
AMERICAN Game Factory 200 ЕС 
DESTINATION 200 Е 
AMERICAN GAME FACTORY 204 E 
AMERICAN GAME Factory 200 — Е 
DESTINATION % E 
ACTIVISION 200 10+ 
Nasco 196 Е 
Seca сэ 
ELECTRONIC ARTS 99 t 
222 ws t 
THO w9 Е 
ОЗРА 199 Е 
Умно 103 Е 
THQ % Е 
VALCON GAMES ws t 
ORBITAL MEDIA 196 Е 
DISNEY INTERACTIVE ws t 
DESTINATION 97 Е 
AMERICAN Game FACTORY 200 ЕС 
Majesco 200 Е 
Ueisorr 200 Бо 
AMERICAN GAME FACTORY 201 E 
THQ 203 Е 
BUENA Vista 197 Е 
Activision % Е 
ELECTRONIC ARTS w6 Е 
Majesco 201 Бо» 
Nintendo 199 Е 
Capcom 206 € 
Capcom 198 Е 
Оевинапон 7 Е 
їнї Game Factory 206 € 
Namco 197 Е 
Tomy/03PA юз Но 
Eurcraonic ARIS мо £f 
mo 198 f 
BUENA Vista 198 По 
Banoaı 197 Но 


DESTINATION 


г 
Activision E 
DESTINATION СІ 
Distinanon 197 Е 
ma 33 f 
BUENA Vista 206 Бо 
0-3 20 Е 
Destination 97 Е 
THQ 196 bos 
BUENA Vista 199 Е 
Namco 197 Бо 
Majesco 200 Е 
DESTINATION 7 € 
DESTINATION 97 Е 
Konami 196 Eio- 
Activision 199 E10 
Namco 195 Bos 
ЕиавомсАВН 199 Бо 
Crave 9 t 
DESTINATION 199 E 
DESTINATION 97 Е 
DESTINATION 201 T 
GLOBAL STAR 02 € 
UFO INTERACTIVE 206 Е 
тно 97 E 
Nintenoo 100 Бо» 
Majesco 198 Но 
Konami 26 Е 
ACTIVISION % € 
2K GAMES 20 Е 
277 2 Е 
Seca 203 Е 
Crave жо Е 
Usisorr 199 Е 
TasGawts 198 Е 
Activision 198 Бо» 
Buena Vista 204 € 
BUENA VISA 197 Е 
ACTIVISION 205 Но 
Konami 201 Е 
Konami 204 € 
BANDA! 198 Бо» 
tanmon 196 Е 
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SEATTLE'S 
GOT GAME | 


" : " ! "m : 
We couldn't contain ourselves at Game On!, a Seattle exhibit Chris spent way too much time playing the original Star 
that explores the past, present, and future of video games. Wars. And yes, he did destroy the Death Star. 


Every weekday, school kids flock t 
the Pacific Science Center near the 

Space Needle in Seattl 
educational exhibits on subjects such 


, to see 


as dinosaurs, space travel, ancient pyr 
mids, and . . . video game 

true. The science center's first video 
game exhibit delves deep into thé 


world of gar 


18, from Space War to 


4 Theft Auto. Chris Shepperd anc " 
Grand Theft Auto. Chris Shepperd and Nearly everything at Game On! was 


playable. Coolest exhibit ever! 


| took a field trip to check out the mon 


ster exhibit, which displ 1 just about 


every gaming device known to m. 


Video game pioneer 


iccompanied by notes and concept art Ralph Baer's "Brown 
of popular franchises (such a Box" was on displa 
Pokémon and Tomb Raider) p 


On! isn't all рау-а hands-or 


created by the DigiPen Institute 


Technol teaches attendees how tc 
pursue a career in рат nt 
Game On! will run thro 3151 


so if you're іп the Seattle area, be sure 


to stop by. —Амру M. 


Whether on the Famicom or on a cheesy movie poster, the 
Mario Bros. played a big role in video game history. 


ЇЕ MAR 


MARIO BROS х 


Speaking of dinosaurs; 


check out this fossil! 


5 


MUSIC 


Kondo 
Rondo 


In Volume 205, v 


Mr. Копдо live 
performance of 
music from New 
Super Mario Bros. 
was one of the 
best moments of 
the show. 


Angela Aki (left) performed a song from FINAL 
FANTASY XII, and Akira Yamaoka played music 
from Silent Hill 2. 


WEBSITES 
Double срезе Dojo 


In Gur continuing effort t 


ANDY M 


EVENTS 


Float on 


We're confused too. Bu 
| 


irre photo 


That's right—Americans are not the only ones 
still excited about the NES. 


ART 


a Wars 


Every once in а while, we see som 


yberspac 


РЕТЕ М. 


NSider Reviews 


At NP, we're obssessed with what other critics say about 
Al 人 - и п e r the games we've reviewed. But reading other reviews also 


helps us become better review writers. Read plenty of 


As the second most popular female character in reviews to help develop your own style. 
video game history (we gotta give the nod to Ms. е 

Croft), Samus Aran gets attention wherever she NSider Review 

goes. Our entrants sure noticed her in Metroid of the Month 

Prime Hunters—both of our winners captured her 

in midbattle against other fearsome Animal Crossing: 

bounty hunters. Wild World 


reviewed by MRSUCCESS 


Ever wanted to move to a small island 
completely inhabited by friendly ani- 
mals? Nintendo makes your dreams come 
true in Animal Crossing: Wild World. The long- 

awaited game for the DS 15 here and it looks better than ever. 

Animal Crossing: Wild World 15 better than the original in many 
ways: you can decorate your house with the extensive amount of 
original furniture and add charming personality to your town. The 
Nintendo DS works wonders with Animal Crossing. The touch 
screen allows you to write text messages to your friends, and unlike 
the Gamecube version, this game gives you the chance to type a 
letter to your favorite animals in your town. 

One thing that | dislike about this game is the lack of money you 
get. You don't get much money for the fish you catch and the rare 
valuable fish seem even more rare than in the original. But hard- 
core players that stick [with it] to the end will certainly find easy 
ways to make a lot of money. 

Unlike the GameCube version where each person playing the 
game has his own house, everyone lives in the same house in Wild 
World. This can be a little difficult if you don't like sharing, but it 
provides interesting new gameplay dynamics. 

| know that the online capability of this game sounds pretty good, 
but it has some limitations. The friend code system can get very 
convoluted as you both have to have each other's friend code to go 
to each other's town. | prefer wireless connection because it 
doesn't disconnect you and you can play games with your friends 
that you can't play with the animals in the game. 


ARTIST: SUBJECT: 
CHRISBEST METROID PRIME HUNTERS 


Let your voice be heard! 

If you'd like to submit a review for NP, first become an Nsider at Nintendo.com. Then 
head to the Reviews forum and submit your game critique. Reviews are selected 
based on overall writing quality, objectivity, and game knowledge 


GOT THAT SPECIAL SOMETHING THAT BELONGS IN THE COMMUNITY 
SECTION? DROP US A LINE AT COMMUNITY@NINTENDOPOWER.COM. 


ARTIST: SUBJECT: 


Custom-Made Avatars By Kim Logan 


НЕ 


GODDESSZELDA METROID PRIME 
HUNTERS 


Looking to submit art for the first time, and not sure what to do? 
Visit forums.nintendo.com for details. Be sure to read the rules 
before you post your masterpieces. 


NINTENDO POWER 


DRAGON QUEST: 
Rocket Slime 


NINTENDO z— 
R 


ОМЕ ОЕ ТНЕ 
TOP FIVE 


GAME-DEGREE 


Rock This Town PROGRAMS 


- Electronic Gaming Monthly 


With all those shooting stars in the sky, one of 
'em's bound to come crashing into your town, 
right? Well, probably not, but maybe your 
town's visitors will buy the story if you create 
a convincing meteorite crash to go along with 
it! Join us this month for a crash course in 
larger-than-life custom designs for your 
Animal Crossing: Wild World town.—awov М. 


You'll need 16 pattern slots 
(that's two characters” worth) 

4 to pull off a custom design of 
this magnitude. Start by get- 
ting down and dirty with the 
12/16 color palette (ideal for 
fe-creating dirt and grass), 
and use the available blues to 
craft your meteorite. And to 
give the scene more depth, 
try stretching the design verti- 
cally (see below) so that it 
appears more three-dimen- 
sional from an angle. 


Student Artwork £ [ 


Real World Education 


School of 


School of 


3300 University Boulevard 
Winter Park, FL 32792 


October 2006 Vol. 208 


NEXT 
MONTH 


Wii, DS, GCN—the October issue will be rich with 
multiplatform coverage! 


A FANTASY 
COME TRUE 


When Famicom title FINAL FANTASY III finally arrives on 
North American shores this fall, its graphics and gameplay 
will have received a complete overhaul for the DS. We'll 
bring you all the details in a Bahamut-sized cover feature. 


STAR MAPPING i 


Star Fox Command lets you plot the path of your fighters on 
atouch-controlled map. Our strategy miniguide will show e 


you how to best command your starcraft fleet on DS. 


CORRUPT DATA 


Wii title Metroid Prime 3: Corruption made a big splash at E3. 
We'll spill the beans about the game that is destined to 
change the FPS as we know it. 


KNIGHT FALLS 


We'll also have an in-depth report on Konami's upcoming 
Boktai follow-up, Lunar Knights for the DS. Look for hands- 
on impressions and a behind-the-scenes interview. 


intense four-playend 


” Spas : à 
: ene N < ngage 


9 ith Samus Aran or any of six 
M" SOS = matches either locally ог against, 1 bounty hunters, each 
" hunters from around'the world wi equipped with unique alternate forms 
Nintendo У олпедол and talk the” ang specialty weapons. 
© 2004-2006 Nintendo. Developed by ë talk before ап ег matches using the 
Nintendo Software Technology Corp. 


game’s Voice Over IP. 


* Unlock multiplayer features by playing 
through an all-new single-player 
adventure, or by battling other hunters 
in multiplayer mode. 


• Customize multiplayer [OM M 
over 20 expertly designed arenas and 


Compatible wireless router or seven intense modes of play. 


Nintendo Wi-Fi USB Connector 
and broadband access may 
be required for online play. 


y 


WI-FI 
FLYBY 


Nintendo Wi-Fi Connection may be fairly 
new, but it has a history. Join us as we 
explore the past, present, and future of 
Nintendo's first network gaming service. 
Visit nintendopower.com/quiz for the 
answers today, or wait for your next issue. 


1 Nintendo's first system to go online was the 
Famicom (the Japanese version of the NES). 
What was the Famicom's main online function? 
a. Chatting 

b. Multiplayer gaming 

c. Stock trading 

d. Web surfing 


2 When did Nintendo Wi-Fi Connection launch 
worldwide? 

a. November 11th, 2005 

b. November 14th, 2005 

с. December 21st, 2005 

d. January Ist, 2006 


3What was the first game to allow voice chat 
over Nintendo Wi-Fi Connection? 

a. Tony Hawk's American Sk8land 

b. LostMagic 

c. Mario Kart DS 

d. Metroid Prime Hunters 


4 In Tetris DS, what new mode allows two players 
to engage їп a Tetris shoving match over 
Nintendo Wi-Fi Connection? 

a. Push Mode 

b. Shove Mode 

с. Classic Mode 

d. Combat Mode 


5 In Mario Kart DS, what term is used for 
players who practice a controversial 
maneuver over Nintendo Wi-Fi Connection that 
involves power-sliding back and forth? 

a. Swervers с. Snakers 

b.Screetchers d. Sliders 


VOLUME 205's FEATURE: 
TETRISDS 


NAME THAT 
SCREENSHOT 


The monstrous screenshot 
above has something to do 
with Nintendo Wi-Fi 
Connection. What game 
isitfrom? 


6 How many Mario Kart DS racers can compete 
against each other over Nintendo Wi-Fi 
Connection? 

a. Two 

b. Four 

C. Six 

d. Eight 


7 When playing Metroid Prime Hunters over 
Nintendo Wi-Fi Connection, what is Trace's spe- 
cial ability associated with his affinity weapon? 
a. Double damage 

b. Missiles 

с. Cloaking 

d. Invincibility 


8 Nintendo Wi-Fi Connection hit a milestone in 
March, clocking how many unique users? 

а. 50,000 

В. 100,000 

с.500,000 

4.1,000,000 


9 In Animal Crossing: Wild World, what is the 
name of the character who guards the Wi-Fi gate? 
a. Mr. Resetti 

b. K.K. Slider 

c. Lyle 

d. Copper 


1 0 GameCube had just one online gaming 
| series. What was И? 


с. Animal 


a. Phantasy 
Star Crossing 


b. Metroid 


11 what recently announced DS game will be 
Wi-Fi enabled? 

a. Mario vs. Donkey Kong 2: March of the Minis 
b. Star Fox Command 

с. Custom Robo Arena 

d. Tenchu: Dark Secret 

e. All of the above 

f. None of the above 


Extra Credit! If NP staffer Andy Myers could 
choose one franchise to go Wi-Fi, which would 
it be? 

a. The Legend of Zelda 

b. Pokemon 

с. Pikmin 

d. Harvest Moon 

e. Rex Ronan: Experimental Surgeon 


Power Quiz Answers from Vol. 205 1: b, 2: с, 3: с, 4: a, 5: с, 6: а, 7: C, 8: 


b, 10: с, 11: с 


СОМТАСТ5 


GET “М TOUCH WITH NINTEN 


NINTENDO ONLINE 
Your online source to everything Nintendo. 
www.nintendo.com 


GENERAL QUESTIONS 
Visit www.nintendo.com 


or e-mail us by visiting: www.nintendo.com/consumer/webform.jsp 
If you are unable to find what you need at our website, 
1-800-2' 


(1-800 
Note: 
Standard Time, every day. 

SYSTEM SETUP, TROUBLESHOOTING & REPAIR 


Visit www.nintendo.com/consumer 


INFORMATION REGARDING NINTENDO WI-FI CONNECTION 


Visit www.nintendowifi.com 

POWER LINE 

1-425-885-7529 

Prerecorded Game Tips and Future Prod: 


Get complete 


е walk-throughs or 
This call may be long-distance, s 
phone bill before you call. For a complete 
ch 
w 


Dut 


w.nintendo.com/consumer/gameplay/powerline.html 


NINTENDO POWER SUBSCRIPTIONS, RENEWALS, 
BACK ISSUES, PLAYER'S GUIDES AND MORE 


Visit www.nintendopower,com 
CONTACT US 
Nintendo Powe: 


P.O. 
Redmond, WA 98073-973 


community@ 
pokemc 


puls 


e addresses will not receive a respe 


ESRB GAME RATING INFORMATION 

To contact the ESRB or for more information, vis 
The Enter 
one of the following r 


Everyone (10+) Teen (13+) 


Mature (17+) Adult (18+) Rating Pending 


ADVERTISING INQUIRIES 


Video game-related: 
Jeff Bafus, Nintendo of America 
425-882-2040 
NP.advertising@noa.nintendo.com 


Non-video game-related: 
Peter Guenther, GMS 
847-985-0715 
pguenther@earthlink.net 


For rate card, ad specs and other advertising information, 
please send e-mail to: ads@nintendo.com 


Canadian postage paid at Mississauga, Ontario. Canadian Publication 
Agreement #40052563. Return undeliverable copies in Canada to: 
Nintendo of Canada, 110-13480 Crestwood Place, Richmond, BC, V6V 2)9. 


ZELDA: TWILIGHT PRINCESS UPDATE! 


ғ” 


W CAME, 


SPECIAL OFFER 


MY NINTENDO MEMBERS ONLY 


What's better than the all-new Nintendo 
Power? Getting it for free. Register 
three products in your My Nintendo 
account and get three free issues of 
Nintendo Power! We're convinced you'll 
love Power's new look and approach to 
gaming. After the trial period, nab a 
year's subscription of the best informa- 
tion on Nintendo for only $12 U.S. That's 
$1an issue! You can't beat that! If you're 
not a My Nintendo member, go to 


www.mynintendo.com to sign up. 


GET YOUR PRODUCTS REGISTERED 
AND GET YOUR FREE POWER TODAY! 


*Offer limited to My Nintendo members in the U.S. and Canada only. Limit one рег 
household Please allow 4 to 6 weeks in the U.S. and6 to 10 weeks in Canada for 
your firstissue to arrive. Nintendo reserves the right to determine the starting 
date of the trial subscription. Offer good while supplies 1851. 


4 London 
8:21 PM 


Lunch Break 
Seattle » 
12:21 PM 


DS. 


МІ 


т 


NINTENDO POWER 


ORDER ONLINE AT store.nintendo.com OR CALL 1-800-255-3700 
NINTENDO POWER MAGAZINE 


AUGUST 2006, VOLUME 206 
Smash Files (Super Smash Bros. 
Brawl, Solid Snake), Prime 
Directive (Metroid Prime 3: 
Corruption), Field of Dreams (Wii 
Sports/Music), A Hero in Motion 
(The Legend of Zelda: Twilight 
Princess), The Top 25 Wii Want 
(Wii games), Cubism (upcoming 
Nintendo GameCube games), All 
Wound Up (Mario vs. Donkey 
Kong 2), Force of Nature 
(Children of Mana), Three's a 
Charm (FINAL FANTASY 111), 
Return to Form (Star Fox 
Command), Tenchu: Dark Secret, 
Elite Beat Agents, Kirby: Squeak 
Squad, Pokémon Mystery 
Dungeon, Capcom Classics Mini 
Mix, Battle B-Daman, Spongebob 
Squarepants: The Creature from 
the Krusty Krab, Yoshi's Island 2, 
Dragon Ball 7: Budokai Tenkaichi 
2, Eragon, Magical Vacation, 
Avatar: The Last Airbender, Deep 
Labyrinth, Steel Horizon, Chibi- 
Robo: Park Patrol 


OFFICIAL NINTENDO PLAYER’S GUIDES 


срез та 


POKÉMON XD: GALE OF DARKNESS. 


NINTENDO GAMECUBE 


* FIRE EMBLEM: PATH OF 
RADIANCE 

* BATTALION WARS 

* THE LEGEND OF ZELDA: 
FOUR SWORDS ADVENTURES 

* METROID PRIME 2 ECHOES 


[р Pe menm 


JULY 2006, VOLUME 205 

The Wii Experience (Red Steel, 
Rayman: Raving Rabbids, 
Madden NFL 2007, Medal of 
Honor: Airborne, Tony Hawk's 
Downhill Jam, Super Monkey 
Ball: Banana Blitz), Signal 
Strength (Wi-Fi update), 
Touched by a Legend (The 
Legend of Zelda: Phantom 
Hourglass), Slime Time (Dragon 
Quest: Rocket Slime), Back from 
the Brink (Tomb Raider: 
Legend), Interview with Reggie 
Fils-Aime, Heavy Mental 
(Sudoku Gridmaster, Brain Age, 
and Big Brain Academy), Inside 
Zelda, Final Fantasy III, Point 
Blank DS, Super Robot Taisen: 
Original Generation, Summon 
Night: Swordcraft Story, Pac- 
Man World Rally, Hi Hi Puffy 
Amiyumi: The Genie and the 
Amp, Alex Rider: Stormbreaker, 
Barnyard, Mega Man Battle 
Network 6, New Super Mario 
Bros. Miniguide 


THE OFFICIAL GUIDE FROM Бери 
NINTENCOD)S, 


NEW SUPER MARIO BROS. 


* PAPER MARIO: 


THE THOUSAND-YEAR DOOR 


* PIKMIN 2 
* STAR FOX: ASSAULT 


JUNE 2006, VOLUME 204 

Dark Arts (Castlevania: Portrait 
of Ruin), Prepare for Contact 
(Contact), Planet of the Apes 
(Super Monkey Ball Adventure), 
Gravity Game (Tony Hawk's 
Downhill Jam), Framing the 
Game (I Am 8-Bit), 25 Mama Ма 
Moments (New Super Mario 
Bros.), X-ing Over (X-Men: Тһе 
Official Game), Odama Creator 
Tells All (Odama), Magic Tricks 
(LostMagic), Inside Zelda, Cars, 
LEGO Star Wars 1: The Original 
Trilogy, Magnetica, Metal Slug, 
Monster House, Star Trek: 
Tactical Assault 


FROM жағ 
NINTENDOS, 


METROID PRIME HUNTERS 


BACK ISSUES & 


PLAYER’S GUIDES 


MAY 2006, VOLUME 203 

The Bros. Are Back (New Super 
Mario Bros.), Two Brains Are 
Better Than One (Brain Age), 
The Lost World (LostMagic), 
Improving on Perfection (Tetris 
DS), The X3 Factor (X-Men: The 
Official Game), Impose Your Will 
(Odama), 2005 Nintendo Power 
Awards, The Only Game in Town 
(MLB 2K6), Target: Samus Aran 
(Metroid Prime Hunters), Inside 
Zelda, The Good Life (Harvest 
Moon: Magical Melody). LEGO 


Star Wars ||: The Original Trilogy, 


Big Brain Academy, Over the 
Hedge, Super Monkey Ball 
Adventure, 2006 FIFA World 
Cup, Pirates of the Caribbean: 
Dead Man's Chest 


‘THE OFFICIAL GUIDE FROM Кай. 


NINTENOOD)S _ 


ANIMAL CROSSING: WILD WORLD 


NINTENDO DS AND GAME BOY ADVANCE 


» PUPS: THE OFFICIAL 
NINTENDOGS COMPANION (DS) 
» ADVANCE WARS: 
DUAL STRIKE (DS) 
* FINAL FANTASY I & Il: 
DAWN OF SOULS (GBA) 
* SWORD OF MANA (GBA) 


* FIRE EMBLEM: 


THE SACRED STONES (GBA) 


* THE LEGEND OF ZELDA: 


THE MINISH CAP (GBA) 


* MARIO & ШІСІ: PARTNERS 


IN TIME (DS) 


APRIL 2006, VOLUME 202 
Ahead of the Game (Brain Age), 
10 Things You've Never Done in 
Harvest Moon, Inside Zelda, 
Sizing Up Mario (New Super 
Mario Bros.), Space Race 
(Metroid Prime Hunters), Where 
There's a Drill, There's a Way 
(Drill Dozer), The Chibi-Robo 
Guide to Assisted Living, Past, 
Present, and Future Phantasia 
(Tales of Phantasia), Break the 
Silence (Resident Evil: Deadly 
Silence), Major League Baseball 
2K6, Rampage: Total 
Destruction, Dragon Ball: 
Advanced Adventure, Ice Age 2: 
The Meltdown, Dr. Sudoku, Mage 
Knight: Destiny's Soldier, Baten 
Kaitos || 


AN 


ШИ ШИЙ. 


+ MARIO & LUIGI: 
SUPERSTAR SAGA (GBA) 

» METROID: 
ZERO MISSION (GBA) 

• POKÉMON EMERALD (GBA) 

• POKÉMON FIRERED & 
LEAFGREEN (GBA) 


Nintendo Power issues are available individually. Features in each issue are listed above. Use the Back Issue/Player's Guide Order Form in this issue to order past Nintendo Power issues and 
Player's Guides, сай 1-800-255-3700 to order by phone, or visit store.nintendo.com to order online with VISA or MasterCard. Offer valid while supplies last! Please allow ир to 2 weeks for delivery. 


Prices include shipping and handling. Prices subject to change without notice. 


NINTENDO== 
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£4 c)! / 5 IE | 


Your Official Nintendo Magazine! 


ие EXPERIENCE Wii 


— ~ 


re ж” > — 
ч Ia 


Achieve Maximum Power! 
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